TAKING MULTI-FORMAT GAMING TO THE NEXT MILLENNIUM 
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FIRST EVER REVIEW INSIDE 


PRICE £2.70 
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Carmageddon II 


Resident Evil 2 


Rollcage 


Hidden & Dangerous 


Jet Force Gemini 


Silver 


Lander 


^Championship Manager 3 


fr'’ 


OTBit: Akuji the Heartless 


Sim City 3000 




Micro Machines 64 


Rainbow Six; Eagle Watch 


Premier Manager ‘99 


Delta Force 


Dark Forces II 


Alpha Centauri 


Quake II Extremities 


Control Yourself 

Having Words With: Webmaster 
The Hard Stuff 
Foreign Office 
Out of Control 


Total CONTROL Issue 5 March 1999 


14 










© 



u 

o 


D 


S' 

CO 

CO 

CO 

CO 

D) 

c 

(0 

oi 

c 

C 

‘5 

« 


tm 

m 

u 

E 

“D 

5 

■D 

o 

c 

o 

o 

u 

c, 

m 

C 

© 

© 

■> 

© 

o 

to 


u 

c 

o 

a. 

Si 

cn 

\D 

0. 


© 

© 

(0 

« 

© 

© 

L. 


a 

CO 

« 

4J> 

3 

U 

O 






























































































-T 





i^a 


;£'Sia*;S 


OH HY GOO! SOUTH PARK IS 
UNDER ATTACK! THERE'S A 
GIANT COMET HEADING 
TOWARD THE TOWN AND 
IT'S UP TO YOU TO SAVE 4 
THEM! BEWARE OF 4 
ANAL-PROBING 
AUENS, BIG EVIL / 

CLONES, AND OF / 

COURSE, TERRANCE { 

AND PHILLIP! \ 


Ml 


Dozens of sweet environments without 
any lame, tree-hugging hippies! 


With this new Cow-Launcher, people will 
really respect your AUTHORI-TAHI 


HOWDY HO your way through mega 
multi-player action! 


Hello there children! 


MIMTENDO.^ 


WARNING 

This game is 
recoinnnenaed lor mature 
audiences oniy. h contains 
adult ianguage and content 


www.acclaim.net 


www.comGdvcGntral.coml 


SOUTH PARK TM St ©1998 Comedy Central. All Rights Reserved. Nintendo, Nintendo 64, fJJ, and ® trademarks of Nintendo Co., Ltd. © 1998 Nintendo Co., Ltd. 

Acclaim is a division and registered trademark of Acclaim Entertainment, Inc. ® & © 1998 Acclaim Entertainment, Inc. All rights reserved. 
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FINAL FANTASY VIII 

The sequel with a harder act to follow than any other, we play 
an early English language version of this inevitable classic 


Women in Videogames 

Simon Dominguez takes an in-depth look at the changing 
of female characters in the video game industry 


The History of the RPG 

RPG addict, Rachel Ryan examines the history 
of this increasingly popular genre 
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technology'^p plant"mines. 
Where yoP caj^.research and 
build over ^©'^weapons from 


Vyinere you can 


ion cannons 
travel/from^one side of the 
univecS!e_t6 thq^tSten in search 

j^rienrfnv worlds. 


is the deepest real-time strategy 
experience ever conceived. This is 

hardware acceleration with a 

ve n gea n ce. 




*:-i4'va 






Spy: Full sabotage and espionage 
capabilities. Invade enemy , 
camps...wreak havoc from 


Create: Research and build a 
multitude of buildings, research 
facilities, and.tv1echanoids. 


Command: Three different! 
viewpoints, 3rd person over 
ground level, or 1st perso 




















































































































alf-Ufe continues to dominate our after-hours 
gaming sessions, but, of course, we still have to 
_ 4 devote time to other titles during the course of a 

^ month to fill a magazine the size of Total CONTROL. 

I ^ - - Occasionally we find ourselves stuck with a game that we 

gg "" IjQ really don't want to be playing, but I’m happy to say that I 

PZ ^ l-j^g overall standard of new releases is improving, 

^ . and we are able to enjoy our jobs all the more for it. 

^ * This month I’ve been fortunate enough to play the likes 

■ of Championship Manager 3, Rainbow Six: Eagle Watch 

and Silver between the hours of 10am and 6pm before going home to continue my quest in Zelda. 

The observant amongst you may have noticed that our pagination has decreased this month. Don’t be 
alarmed - we simply decided that if there weren’t enough games in a month to fill the magazine, we’d 
rather lose the pages than compromise on their quality. 



t’s tradition at this time of the year that the video 
game industry goes into its winter hibernation. As 
a result, quality games are few and far between. 
Fortunately for us, the Japanese market is as vibrant now 
P as it is at any time of the year Two games have stood out: 
S Sega Rally 2 and Nintendo’s All Star Smash Brothers. It's 
' great to see that quality software like this can be released 
M in the middle of winter; and it’s no coincidence that 
p Nintendo and Sega have both released such games for 
similar reasons. Nintendo’s is one of trying to establish the 
N64 in their home market (STILL, after three years) and continue the momentum initiated by Zelda 64. 
Sega are trying to do the same thing but from a fresh point of view. The result is healthy competition 
which in the short-term results in good news for the consumer. There can be no doubt that Sony’s 
dominance in the market has led to better and cheaper software - even if it isn’t on PlayStation. 







'4';;v;'his month, I have mostly been playing with 

I:'-:-;' ■ ■''I I expensive toys. Justin has given me the Hard 

section to play with, so I’ve been on the 

. .T—phone to lots of companies who make those high-tech 

:: gadgets we all love but can’t afford, persuading them 

- to send me stuff in for review - not just games 

^ peripherals either, but entertainment-related stuff in 

' general. First to arrive was the delicious DVD-LIO from 

Panasonic, which has caused quite a stir around the 

office, and the excellent Psion 3mx palm-top computer 

- it's just a pity that this stuff has to go back when we're done with It. I'll be getting more techno- 

■ 

toys in next month, but in the meantime we've got loads of great games for you as well. Check out 
Sid Meier’s latest epic strategy game Alpha Centauri, and our Beta Look at Jef Force Gemini from 
the masters of the N64, Rare. All good stuff, as I’m sure you’ll agree. 



. ' 1 NeoGeo hand-held has now turned up in the 

^ I Bandai’s Wonderswan will shortly be 

wp —available on import from Japan. These new 
1 ^ I I - I consoles alongside the VMS and PocketStation should 

I represent the next generation of hand-helds, but ‘next 

' 4.generation' hardly seems like the right phrase. From 

i I f,^P : tr t what I’ve seen they all look like very good machines, 

“ > ' but it still seems like the hand-held industry has been 

^ p struggling to advance from the days of the Game Boy, 

Lynx and Gamegear... Why? Although the Lynx was the 
least popular of them all, it had 16-bit technology and sprite scaling chips simitar to those seen in 
the SNES. With the power, size, and price of the Dreamcast, surely a new console could be created 
that would better Atari’s long-redundant machine? Rumours involving a miniature PlayStation board 
have been heard... perhaps Sony are preparing to surprise us all in the future? 
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A ScxittishTeleccim Conipanv 


it's time we revealed all we've got to offer: 
unlimited email addresses , dfax , 15 mb of 
free web space , LineOne’^” content , games 
website , games servers , 24-hour helpline 
plus a quarterly magazine , all for a tiny 
tenner a month . perhaps this explains why 
we're the uk's number one internet service 
provider . so for your free 30-day trial , 
just call 0800 458 9666 or scribble your 
name and address anywhere on this ad , 
tear it out and send it to us at freepost 
demon ( yes , that's all you have to write ). 
and get your kit off us . 


(=> 


Demon Internet 

more people get on with us 



T01812Z 


wvnv.demon.net email : $ales@demon.net 



























QUAKE Hi: ARENA HEADS THIS MONTH’S REPORTAGE AND SONY 
ANNOUNCE THEIR SOPPORT FOR BANDAI’S WONDERSWAN IN THE 
HANDHELD BATTLE FOR SUPREMACY. WEVE ALSO GOT GAMES 
NEWS ON DONKEY KONG 64, TEAM FORTRESS 2 FROM VALVE. THE 
ANNOUNCEMENT OF TUROK 3 AND THE RETURN OF PARAPPA .. 



The new lightning gun is similar to the one found in 
the original Quake, only this time you can do damage 
over a wider area 



SHAKEN AND 
STIRED 

The forthcoming PlayStation 
Bond game, Tomorrow 
Never Dies, will feature a 
multiplayer mode, 
developers MGM have 
revealed. The game was due 
for release last summer but 
was delayed for an unknown 
reason. Now that the 
multiplayer mode has been 
revealed, fans shouldn’t 
mind too much. MGM’s 
home page had this to say, 
“Tomorrow Never Dies on 
PlayStation will support 
head-to-head multiplayer 
combat. It will continue the 
tradition of rich, involving 
gameplay with each level 
featuring multiple mission 
objectives, special weapons 
and G gadgets that are 
essential to a Bond game. 
New to the Tomorrow Never 
Dies series is the ability to 
ski, allowing for even more 
expansive and immersive 
play experiences.” 



id reveal Quake III Arena details 


f you were to ask a 
hundred PC owners 
I which game they 
are looking forward to in the 
next twelve months, the 
chances are that 99 of them 
would answer Quake III 
Arena. Both Quake and 
Quake II were an Internet 
phenomenon - arguably the 
first games to hook games 
players to the joys of on-line 
gaming. As a testament to 
this, id Software have based 
their latest Quake game 
around the idea of 
deathmatch and all the 
multitude of variations that 
amateur Quake programmers 
have dreamt up over the past 
few years. 

Concentrating on 
multiplayer might be seen as 
a risk taken by id, but then 
they are in the financial 



position to take such a risk. 
John Carmack, project 
leader, thinks that the game 
might not do as well as 
Quake II and would be 
“pleasantly surprised” if 
Quake III did better. 

So what’s different about 
Quake III that sets it apart 
from the rest of the other 
deathmatch games? Well, first 
of all, the game looks to make 
a similar graphical leap from 
Quake II that that game made 
from the original. The game 
will only run with a graphics 
card, preferably Voodoo 2 (or 
equivalent) or better. In short, 
Quake III includes 24-Bit 
colour, curved surfaces, 
volumetric fog, mirrors and a 
massively improved polygon 
count. But as all deathmatch 
players know, the look of the 
game is not important- it’s 



the design, physics and 
weapons that play the largest 
part. It seems that only the 
fog and the mirrors will have 
any bearing on the gameplay, 
and fog in particular will have 
a drastic bearing on gameplay. 
This reduces visibility to no 
more than ten feet and 
silhouettes of players can be 
seen at fifteen feet. Obviously 
it will be no good just tearing 
around levels - the fog 
encourages players to be more 
cautious in movement, and 


stealth will become a major 
element to gameplay. Fog also 
appears at different levels - it 
is possible that this will 
appear at waist height so you 
can duck down and take 
cover. Mirrors also bring 
possibilities into gameplay - 
reflections can lead to 
confusion, and indeed traps 
can be set using mirrors. 

Quake III also introduces 
three player classes into the 
equation - light, medium, and 
heavy. Each of the classes is 



Two new effects: mirrors (left) and the impressive volumetric fog 
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Total control’s REPORTAGE is produced in association with 

FGN Online - www.fgnonline.com 
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The new Quake fl! engine will have to go some to beat Half-Life. Judging by these shots, however, it seems that it will be the best 3D engine ever 


scored on three categories - 
speed, damage power, and 
armour. The light player has 
the most speed but the (east 
damage and armour, and the 
heavy player has the most 
armour and damage but the 
least speed. The medium 
player is average. What effect 
this has over gameplay 
remains to be seen, and it is 
likely that most players wi 


QUAKE tir AREhIA IS SHAPING 
IS UKELY 


choose the medium 
character; hard-core fans will 
no doubt specialise. 

The levels themselves 
have yet to be finalised, but 
Quake III will ship with 
levels specifically designed 
for one on one matches, 
large deathmatch maps, and 
levels specifically designed 
for teamplay. The actual look 
and design so far is in a 
variety of styles, from the 
original Quake and Doom to 
the futuristic setting of 
Quake //, as well as some 
new looks. Quake III will 
also feature beginner’s levels 
(on a single plane and no 
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Invisibility (think the Predator 
films), Regeneration 
(regenerates health at fifteen 
per second up to 100 and 
then five per second up to 
200), a Jetpack, and a 
personal teleporter. 

There will also be plenty of 
subtle changes to gameplay 
that make the game more user- 
friendly for deathmatch. There 
will be a clearer indication of 

what weapons 

UP TO BE THE BEST ON-LINE GAIVIE EVER AND ^ ^ 

THE PREVIOUS GAMES and ammo a 

player has, your 


vertical fighting), there will 
be no ladders (apparently 
these stow down gameplay), 
jump pads similar to those 
found in Half-Life, and 
variations of gravity. 

Quake III will also bring 
back a few of the weapons 
seen in the original and Doom 
namely the lightning gun 
(Quake), and the Plasma Gun 
(Doom). The BFG will also 



return but in a vastly different 
form. This will be similar to 
the Quake 11 rail gun but fire at 
a chain gun rate and explode 
on contact like the original 
BFG. As you can imagine, this 
makes for an extremely 
powerful gun. A flame-thrower 
will also be included and 
players can be set on fire, 
taking damage for as long as 
they are alight. Weapons that 
return from Quake II (although 
modified) will be the rail gun, 
super shotgun, machine gun, 
rocket launcher, and the 
grenade launcher. 

Power-ups in Quake III 
include Triple Damage, 


cross-hair will reflect how much 
health you have, and you will 
be able to tell which side you 
are being shot at from the 
direction of the blood splat. 
Also, player's names will 
appear in screen when you 
come into contact with them. 
Small enhancements, it’s true, 
but important nonetheless to 
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improve deathmatch playability. 

There will be a single 
player game in Quake III, but 
very little is known about this 
at the moment. What is 
known is that the game will 
be based around the 
multiplayer game and is likely 
to feature computer 
controlled ‘bots’. It appears 
that this wilt serve as no 
more than practice for the 
multiplayer game. 

Quake III Arena is 
shaping up to be the best on¬ 
line game ever and is likely to 
eclipse even the 
achievements of the previous 
games. Expect the Total 
CONTROL team to go Quake 
III mad when the game is 
released in the summer, but 
until then, we’ll keep you 
informed on the biggest game 
of the PC year. 



Player models are as impressive as anyting seen in this genre. It is even possible, with the aid of a digital camera, to map your own face on 


A LIVING HELL 

A few details have emerged 
about the forthcoming 
Resident Evil games. The 
first of the games, which is 
exclusively on Dreamcast, is 
titled Biohazard: Code 
Veronica. The second will 
appear on PlayStation, and 
is quoted as being 
“completely different” to the 
previous RE games and 
“much more challenging”. 
According to Capcom, the 
Dreamcast game can be 
seen as the true sequel to 
the PlayStation’s RE2. 


ITS NEVER 

ENOUGH 

Rumours are rife on the 
Internet that Nintendo have 
acquired the rights to the 
new Bond movie. The World 
is Not Enough. It is likely 
that, if the rumours turn out 
to be correct, the game will 
be developed by Goldeneye 
developers. Rare. An MGM 
spokesperson confirmed 
that Nintendo have bid for 
the rights, but nothing has 
been confirmed yet. 


ZELDA BOOK 
HITS TOP 100 

Prima Games’ official Zelda 
64 guide has reached the 
USA today best-seller list. 
The guide has reached 
number 80 in the chart 
and currently holds the 
number one spot at 
Amazon.com. “With over 
750,000 copies currently 
in print, Prima’s guide to 
Zelda is far and away the 
best selling guide on the 
market. Consumer 
response to our book has 
been incredible, we look 
forward to Zelda quickly 
becoming our best selling 
strategy guide ever,” 
said Debra Kempker, 
chief spokesperson for 
Prima Games. 
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£150 worth of 
Tomb Raider ill street wear 
Lara Croft Figurine 
Copy of Tomb Raider III 


£75 worth of 
Tomb Raider III streetwear 
Lara Croft Figurine 
CoDV of Tomb Raider III 


Copies of 

Tomb Raider, Tomb Raider 
II and Tomb Raider ■ 


AH you have to do is answer these three Tomb /?a/def-related questions 


3. Which model 


searching for in 
Tomb Raider? 

A The Scion 
B A Pylon 
C That cat 


was 


in TRin 


ife’ Lara? 


A Climbing ladders 
B Eating chips 
C Nc3! b5 


A Nell Me 
B Andrew 
C SCPH-E 


rew 


your answers on a postcard or stuck down envelope and send them to: 


Lara, Lara, Lara! • 1 
48 lUew North Road 


al CONTROL • 1 
Exeter EX4 4EP 


100 Tomb Raider III 
key-rings and goodies 

% 








Usual rules apply and the final date for entries is 20th April 1999 


INFORMATION 


Out Now 


PLAYERSI 






RUMBU PAK 


MEMORY PAK 


One 

Yes 

No 


EXPANSION PAK Optional 

PC version reviewed in 
issues 






from last Christmas, and 
it seemtSt It might just 
henefrt from that delay, it 
was In danger of being 
iQSt in the N64's hectic 
Ohfistmas schedule, hut 
now it’s just about the 
best thing to buy for N64 if 
you’ve already got/e/rfa. 
This kind of game is 
definitely more suited to 
the N64 than tfieiPC. The 




arcade- s^l e nature of the 
pme works infinitely 
better on the N64 control 
pad ~ analogue stick, 
tri^er button and alL 
Apart from X\i\$,R^ue 
Squadron is identical to^^T 
the PC version; gameplay,; 
graphics and sound ara * 
all intact, and you could 
say that N64 Rogue 
Squadron looks even 
better now it uses the 
Expansion Pak. 'i?t' 
This is a wonderful game 
on the N64, only marred 
by the same things as the 




a Star Wars game, then it 
wouldn’t bt half as good. 
Still, if you’re a fan thec 

■ - -i' . 

youll absolutely toveH 
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Bandais WonderSwan gets Sony backing 


his spring will see 
the arrival in Japan 
of Bandai’s new 
hand-held console, the 
WonderSwan. Although official 
details of American and 
European launches have yet to 
be released, it seems likely 
that announcements will be 
made, especially now Bandai 
are rumoured to have secured 
Sony's backing. 

The Japanese gaming press 
are suggesting that the Sony 
will be converting some of 
their biggest PlayStation titles 
across to the new machine, 
including Gran Turismo, 
PaRappa the Rapper, and 


Intelligent Qube. There are 
also rumours of a possible 
link-up connection between 
the WonderSwan and 
PlayStation, although this has 
yet to be confirmed. 

If you can't wait for that, 
the NeoGeo Pocket has 
already hit the UK shelves. 

Fire International Ltd. and 
SNK are co-distributing the 
product over here. The 
console, priced at £49.99, 
currently has five titles 
available including King of the 
Fighters, Samurai Spirits and 
Pocket Tennis. Look out for 
our first ever NeoGeo Pocket 
reviews this month. 


SONY DOES 
WONDERS IN 
HAND-HELD 

MARKET 






we’ve got over £500 worth of Tomb Raider III merchandise to give away. 


End Prize 


3rd Prize 


PSYGNOSIS 


Liverpool based publishers close SF offices 


roubled game 
publishers and 
developers Psygnosis 
have closed another studio, 
this time in San Francisco 
which Total CONTROL visited 
just a few months ago. The 
move has resulted in the loss 
of twenty jobs, with other staff 
being relocated to the 
company's nearby Foster City 
offices. This follows the closure 
last year of their studios in 
Manchester here in the UK. 


Psygnosis maintain that 
this latest setback will not 
affect the release of games 
being developed in America, 
such as, Metal Fatigue, Hired 
Guns, Motocross Madness and 
the keenly anticipated Drakan: 
Order of the Flame. However, 
with the veteran company in 
such poor shape, speculation 
is rife in the industry that 
some form of take-over deal 
may be on the cards before 
the end of this year. 
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RARE REVEALS 

DONKEY KOMG 64 

Screenshot released of Rare's 64-bit sequel to DKC 


solitary screenshot 
is all that exists of 
Rare's follow up to 
the game that made their 
name on the SNES. As you 
can see, the game looks very 
similar to Banjo-Kazooie, and 
Rare have foregone the 2D- 
bitmap look of the SNES game 
in favour of 3D. Shown is a 
mine cart ride - one of the 
levels in the SNES game -and 


it is likely to feature many of 
the gameplay ideas seen in 
Donkey Kong Country. We’ll 
keep you informed on this 
exciting title. 




1998: THE 



PlayStation games outsell everything in the European market 



igures from 
ChartTrack and Gfk 
have arrived in the 
Total CONTROL office that 
confirm that the PlayStation's 
dominance in the UK has been 
reflected in Europe over the last 
twelve months. Gran Turismo is 
by far and away the leader with 
more than 700,000 units sold 
over all territories. World Cup 


'98 was second with a few 
thousand less than GT on both 
PC and PlayStation. Third was 
Tomb Raider If, which sold over 
half-a-million copies. However, 
the top Nintendo titles are not 
too far behind with Goldeneye, 
Diddy Kong Racing, Super 
Mario 64 and Banjo-Kazooie 
selling over quarter-of-a-million 
units each. 


PC 

Units Sold 

Total Revenue 

Tomb Raider fl 

242,000 

£7.62M 

World Cup '98 

241,000 

£6.8M 

Anno 1602 

232,700 

£6.3M 

Age of Empires 

200,900 

£6.9M 

Commandos: Behind Enemy Lines 

198,500 

£6.4M 

Nintendo 64 



Goldeneye 007 

233,500 

£11M 

Diddy Kong Racing 

215,300 

£8.9M 

Super Mario 64 

213,700 

£8.7M 

Banjo-Kazooie 

211,000 

£9M 

Yoshi’s Story 

153,500 

£6M 

PlayStation 

Gran Turismo 

733,000 

£30M 

World Cup '98 

390,000 

£14M 

Resident Evil 

369,500 

£16M 

FIFA: Road to the World Cup 

333,600 

£12.5M 

Tomb Raider II 

322,900 

£10.5M 

Sales taken from Germany, France, Italy, Spain, Be! 

gium, Holland, 

England and Eire. Period: January to September 1998 cumulated. 


QUAKE III ARENA 

id's sequel set for Apple-Macintosh 



pple have revealed 
that the (need we 
say this?) highly 
anticipated Quake III: Arena 
will be appearing on 
Macintosh. The game will be 
released to coincide with the 
launch of the company’s new 
G3 line, only a short time after 
the PC's release date, the 
spring of 1999. “Quake III: 
Arena will set new standards 
for graphics, networking and 
gameplay, and the new Macs 
will be among the best 
platforms to experience it on," 
said John Carmack at id 
Software. “Apple is making all 
the right moves on both the 
hardware and software sides 
to make the Macintosh a great 
platform for games.” 

The screenshots shown are 


actual Mac grabs and look 
almost identical to the PC 
version. How has this been 
achieved? Well, the new Power 
Mac G3 series, to be released 
soon, include ATI Rage 128 
graphics accelerators on the 
motherboard and a new OS 
that includes Open GL will go 
a long way to emulating PC 
graphics cards. Apparently, the 
code need to convert the PC 
code for Mac is only 15K in 
size, so you can expect the 
game to be identical. Quake III 
will be released for Mac 
shortly after the PC version in 
the summer. 

Will this herald in a new 
dawn of Mac gaming? With the 
1-Mac series outselling any PC 
in North America last year, it 
seems that it just might... 




Above: The new 
PowerMac G3 is not only 
stylish but has support 
from a number of large 
game companies including 
id Software 


NEW FFVIII 
DETAILS 

Square have revealed a fevif 
more titbits of information 
concerning the forthcoming 
Final Fantasy game. The 
game will feature a sub¬ 
game where players take 
part in a ‘Card Battle’. The 
game can only be played in 
towns and cities and sounds 
similar to Top Trumps. In 
other words, players have 
a deck of cards each, and 
the winning card is the 
one with the highest face 
value. It is still unknown 
what effect this will have 
on the bigger picture of the 
main game, but if it is 
anything like Chocobo 
racing, then it is sure to 
play a significant part. 


KONAMI 

DREAMCAST 

m_ 

The lapanese software 
giants have confirmed 
that two of their best-selling 
PlayStation and N64 titles 
will appear on Dreamcast 
later this year. Versions of 
international Superstar 
Soccer and Track & Field 
are already in 
development and should be 
out in time for the 
European launch of Sega’s 
console in September. 



ITS WAR FOR 

kt 


Japanese software firm, 
Hudsonsoft, have 
announced a new N64 title 
that utilises the 64 Game 
Boy Pak. The device, which 
slots into the space for a 
memory card, allows data to 
be transferred from a Game 
Boy cartridge to the N64 - 
the only other title so far to 
use the device is Pokemon 
Stadium. 64 Wars is a turn- 
based strategy board game 
and features a map edit 
mode. There are no plans to 
release the game in the US 
or Europe as yet. 
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and could of the most 

- . 

rad i ca 1 ga mes iSlBr m a d a. it 
is best described; as a 
ci nematic RPG, but Sega say 
that we will need a new; 
category to putJt in. It " 
features a ‘living digital world' 
which is affected by both the 
passing of tiThe jnd weather. 
Suzuki also boal^s that the 
^amt-wili be completely open 


ho does he ivoffr for? 

Sega Enterprises Ltd. 
-iJ:- in Japan. Or, more 
accurately- Yu Suzuki is head 

s. - 

of Sega's AM2 division, 
responsible for arcade games. 
What makes him a legend? 

More than a decade in the 
industry, Suzuki has.been 
responsible for many of Sega’s 
greatest arcade games: Out . 
^un, Space Harrier, 

Drift &^53'US)^,-and tii6l 


And^hM 






What^Bidoini^^M 

V Apart from wSreeeing^^ 

;|onvefst0h of Mip-of 
igames ti ifeameast, Suzute 
is working pri-Sega’s iates^ 
experiment in videc^bm^^ 
Shenmue. This 
covered extensively last tssuS 






EA RESPONSIBLE 

FOR RED RUM 

Combination of Quake and Carmageddon in new PC title, Redline 


ediine is set in a 
dystopian future 
where gang warfare 
has spiralled out of control. As 
an aspiring member of one of 
the smaller gangs, you must 
rise through the ranks and 
eventually rule the city. The 
game is essentially a mix of 
both Carmageddon II and 
Quake II - it’s played on both 
foot and in vehicle, with you 
having to use both to progress 
through each level. It sounds a 
bit like a first-person GTA, 
which can't be a bad idea. 
There are more than 20 
unique and fully customisable 
vehicles to use and twelve 
missions to conquer. Perhaps 
the most exciting inclusion 


would be the 16-player LAN 
or Internet option, which looks 
like it could be quite special. 

The graphics engine may 
not live up to many of the 
other first-person games in 
development such as Quake III 
or Kingpin, but there are some 
impressive effects on show. 
Redline is being developed by 
Accolade and will be published 
by EA. 




: SOUL REAVER 


idos’ newly acquired Soul Reaver is shaping up very nicely. We covered the 
game extensively in issue 2, but since then work in the level design has begun 
in earnest. As these new screenshots show, the game is proving to be extremely 
varied in its settings - cathedrals and volcanic areas in particular look excellent. In case 
you don’t know about the game, Soul Reaver is the sequel to Legacy of Kain, and the 
player takes control of the evil Reizel in a battle against the even more evil Kain from 
the first game. The game is basically a 3D platformer but features plenty of puzzles, and 
you will also be able to enter a spirit world. Soul Reaver is due for release in the spring 
on PlayStation. 
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Valve release major Half-Life updates 


m f you’ve sampled the 

delights of the Half- 
Life multiplayer 
game (as we do every day), 
then you’ll be pleased to know 
that there are two new patches 
available from Valve. The first 
simply improves the game's 
speed and adds a teamplay 
option to the game. You'll also 
get two specially designed 
teamplay maps - one of which 
includes an airstrike option. To 
download this patch all you 




have to do is go to the update 
option in your Half-Life game. 
“We are very committed to 
supporting the Half-Life 
multiplayer community and will 
continue to invest in further 
enhancing this aspect of our 
technology and gameplay,” 
said Valve boss, Gabe Newell. 
“We’ve come up with a 
number of techniques for 
encoding the multiplayer 
datastream that significantly 
improve overall latency on 
lower speed connections," 
Valve's Yahn Bernier continued. 
“Most players will see a 
dramatic improvement in the 
smoothness of gameplay." 

The other great news is 
that Valve have also released 
their original Quake Team 




Fortress patch, updated for use 
with Half-Life. It's been 
released to whet people’s 
appetites for Team Fortress 2, 
a stand-alone title that uses 
the Half-Life engine. 

Team Fortress 2, on the 
other hand, features missions 
such as capture the flag, spy 
scenarios and more complex 
missions, closer to real-time 
strategy than a first-person 
shooter. There are nine classes 
of soldier to choose from - 
Commander, Light Infantry, 
Field Medic, Heavy Infantry, 
Rocket Infantry, Sniper, 
Commando, Spy and Engineer. 
Each has his own strengths 
and weaknesses and are 
designed to suit different types 
of Half-Life players. The game 
also features twenty missions, 
a dozen weapons, team bots 
(allowing you to take on a 
team of computer controlled 
soldiers) and a variety of 
vehicles including tanks, 
helicopters and armoured 
personnel carriers. 

“We wanted to introduce 



Team Fortress gameplay to the 
Half-Life community and give 
current Team Fortress players 
a glimpse of some of the new 
technology we’ll be using in 
Team Fortress 2,” said Robin 
Walker, lead designer for Team 
Fortress 2. “We were able to 
take the original Team Fortress 
add-on for Quake and port it 
to Half-Life as a way of testing 
the Half-Life software dev kit. 
Team Fortress Classic players 
can now enjoy Half-Life's 
superior graphics and audio, 
ease of use, and advanced 
animation technology while we 
focus on making Team 
Fortress 2 the best multiplayer 
game possible." 

And as if that’s not enough. 
Valve are also releasing the 
Half-Life software development 
kit. You can visit 
http://www.planethalflife.com/ 
wavelength/tclist.htm for more 
details. “We have had several 
of the development teams here 
to our offices in Washington to 
try out early versions of the 
development kit," said Valve’s 
Harry Teasley. “It’s very exciting 
to see just how far both 
single-player and multiplayer 
products are building on the 
Half-Life technology." 

Can Half-Life ever expect 
to outdo id’s Quake II? It looks 
like these mods may well go a 
long way to do just that. 



THIRD 

GENERATION 

PENTIUM 

Intel have confirmed that its 
upcoming Katmai processor 
will be officially titled 
Pentium III. It will be released 
in the States sometime in 
March and in the UK shortly 
afterwards. The chip will 
feature sixty new instructions 
to help accelerate 3D 
graphics, audio and video. 

The chip will initially be 
launched in 450Mhz and 
500Mhz variations. 


FFVIII HYSTERIA 
MOUNTS 

Stores all across lapan have 
begun to take pre-orders for 
Square’s latest RPG epic, 
Final Fantasy VII1. The 
company’s convenience 
store, Oigicube, expects to 
take over 1.5 million pre- 
orders for the game, which 
will break current records. 
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Eidos prepare for their Commandos follow-up 



I ommandos: Behind 

^ » Enemy Lines, from 

Pyro Studios, reached the top 
slot in the PC Charts after its 
release during summer last 
year. Now the final touches are 
being applied to its successor, 
Commandos: Beyond the Call 
of Duty. 

The new game will not be 
the rumoured sequel that 
many have been hoping for. 
Instead it's more of a mission 
pack, although you will not 
need the first game to play it. 
The standalone title boasts 
eight brand new levels, some 
of which will be up to twice 
the size of those in the first 
game. The resolution has also 
been increased so the maps 
now look even better than 


before. The new game keeps 
with the WW2 setting, but this 
time the action takes place 
around Eastern Europe and 
Greece rather than Western 
Europe and Africa as before. 
While all of the characters 
from the original will return 
with no new faces, they’ll now 
be able to use the BAR and 
Ml Rifle weapons. Other 
items include rocks, cigarette 
traps and handcuffs. The 
original was criticised for the 
temperamental Al and 
excessive loading times, but 
both of these features are also 
undergoing improvements. 

Commandos: Beyond the 
Call of Duty is likely to arrive 
this spring and will be 
published by Eidos. 



GT Interactive announce PC hit for Sony's console 


t seems highly 
likely that Unreal 
will be making the 
transition from PC to 
PlayStation in the near 
future. What form the 
notoriously power-hungry 
game will take is still 
unclear, but we expect most 
of the gameplay and Al to 
remain intact in the 
conversion. "We’ve been 
talking about it for a while 
now," said a spokesperson 
for the publisher. “We had to 
ascertain if it was possible or 
not. It is, so it’s going ahead. 
It will definitely be released 
this year, but we have no 
specifics on the conversion 
as yet." With Quake fl 
soon to be appearing on the 


console, it seems that the 
contest for the best 
first-person shooter on 
the PlayStation has begun 
in earnest. 













&C was the game that threw the real-time strategy genre into the spotlight, 
spawning hundreds of copies; the term ‘C&C clone’ has been used frequently 
in every magazine for the last few years. The original plan was to create an 
epic trilogy of games with an ongoing storyline between them, but C&C; Red Alert was 
an unplanned addition to the series. Tiberian Sun is set after the first game and follows 
the exploits of both the brotherhood of NOD and the GDI. The plot is being kept under 
wraps but Kane, the twisted leader of the brotherhood of NOD, returns in the game. 

Several of the clones have attempted to better the original by throwing in more 
units and maps, but Westwood are keen to avoid having too many units that will not 

be used. Instead they are focusing 
on a smaller number, but a higher 
quality. Every unit will have an 
Achilles’ heel, being vulnerable to 
either another specific unit or 
terrain. One of the new features 


involves unit experience - veteran units will receive improved abilities determined by 
the number and type of kills they have made. For instance, an infantry unit 
destroying a tank wilt gain more than if it had been the other way around. 

The Al is promised to be highly advanced and adaptive to the player’s attacks - 
guerrilla warfare and sabotage will also become more 
important. Defences can be customised and 
upgraded, lakes and rivers can freeze over, forest fires 
can open up new terrain etc. The detail is incredible. 

Graphically it looks superb, Westwood have 
steered away from using polygonal effects and are 
using a new voxel engine, which is effectively 
modelling units with three dimensional pixels. It 
looks superb, and you can expect the cut scenes 
(featuring James Earl Jones and Michael Biehn) to 
be of a similar quality. 

Command & Conquer: Tiberian Sun will be 
published by EA, and if the release date stands, it 
will be on shelves this spring. 
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TUROK’S SEEDS 

GROW _ 

Acclaim announce sequel to successful first-person shooter 


cclaim have officially 
announced that 
there will be sequel 
to the highly acclaimed Turok 
2. The game should be out in 
time for next Christmas, but 
may be released in the New 
Year. No further details have 
been revealed, but the Turok 2 
project manager let slip some 
of the game’s plot in a 
previous interview. In reference 
to an alien race he is quoted 
as saying, “...and at the end 
of the game it [The Oblivion’s 
presence] remains unsolved. 
Hint, hint, could this 
foreshadow anything? (Hint, 
hint). It might (hint hint). But I 
can’t comment (hint hint). So 
we kind of left a little bit of a 
cliffhanger there, and if we 
decide to pursue Turok 3 it will 
certainly involve elements from 
Turok 2 to a much larger 


degree." If Turok 3 is to make 
its projected release date, then 
it is likely to utilise an 
upgraded version of the Turok 
2 game engine instead of a 
brand new one. We'll bring 
more news on Turok 3 as and 
when we get it. 




HORNET SET 

TO STUN 

PC F/A-18E Super Hornet gets revamped for '99 


m o mirror the real 

life improvements 
that have been 
made to the plane, Digital 
Integration are set to release 
a revamped version of F/A- 
18E Super Hornet. Some 
of the improvements include 
an advanced graphics 


engine with more detailed 
low-level flying and cloud 
texturing, a fully interactive 
cockpit, smarter weaponry, 
and dynamic campaign 
models. F/A-18E Super 
Hornet from Digital 
Integration is due for an 
imminent release. 
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The official homepage of Ultimaf|l$^ -. 
reviews editor Miles Cuttery, our heloved 
friend and meirtor. Much japery related to 


This 1 $ the site you need if yof Mt thif^ 
latest breakihi; hews from the world of TV 
and movies. Many Hollywood insiders 




hot stories, including sneak previews. 

i 

the new Star Wars movie. Lights, carri 
and www.aint*lt*cool>news.com 




H you are a PC owner, you’ll inevitably 
need to upgrade your system at some 
point. When you do, check out Scan’s 
Website for isome unbelievahle bargains 
on computer components, everything 
from memory to monitors at knock-down 
prices. Find them at www.scan.oo.uk 







FITS LIKE 
A GLOVE 

Atari Games' forthcoming 
Gauntlet Legends will use 
will use the N64’s memory 
pak in a new way. Players 
will be able to take 
characters from one game 
and take them into a 
friend’s game. Here they 
will be able to join an 
existing party and continue 
the game. 


YOU CAN KILL 

KFNNY ARAIN 

Acclaim have announced 
that they fully intend to 
develop a sequel tO'the 
successful South Park 
game. No details of the 
game have been released as 
yet, but Iguana will not be 
developing It - Turok 3 is 
their main concern for now. 


LARA: BAHING 
FOR THE OTHER 
TEAM? 

Sources from Core have 
stated that the team behind 
the original Tomb Raider 
game are now working on 
an entirely new project. 
Although they have plans for 
another third-person title in 
the future, they are at 
present directing their 
attention towards an as-yet- 
unannounced project. A 
spokesperson for the 
company explained the 
current Lara situation: 

“More Tomb Raider games 
are in the pipeline, all being 
written at Core, but none of 
the original team members 
are working on them 
anymore.’’ More news as we 
get it. 
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CHARTS 


Produced in 


association with 


SCORE 

75% 




Colin McRae Rally 


Crash Bandicoot 
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CAUGHT OUT 

BY EA _ 

Cricket World Cup '99 brought to PC by EA Sports 


REVENANT IN 

THE SHADOW 


Eidos’s new fantasy RPG heading for March release 


his summer will see 
the next cricket 
World Cup, and it’ll 
come as no surprise to learn 
that EA have already secured an 
exclusive licence. The six vweek 
tournament will consist of 42 
matches between the world’s 
twelve biggest cricket nations. 
English internationals Adam and 
Ben Hollioake participated in 
the motion capturing of the 600 
available moves, all of which 
look superb and have been 
brilliantly recreated using 3D 
acceleration. Michael de Plater, 
producer of the game, said: 

“We have spent a great deal of 
pre-production time focusing on 
the interface of the game. A first 
time player should be able to 
pick up the game and intuitively 
have a good sense of what they 



need to do, while at the same 
time a master gamer is going to 
have complete control over 
every aspect of play”. 

Cricket World Cup '99 will 
also have fourteen-player 
Internet support and is 
scheduled for a spring release. 



evenant is the new 
upcoming fantasy 
RPG from Eidos. 

The game pits you as an 
enchanted human with dark 
supernatural powers. After your 
master is killed you must 
attempt to free yourself from 
the controlling nature of the 
gods and find your place 
amongst the population. The 
game looks very nice, with 
some spectacular battle magic 


effects and light sourcing. All of 
the characters have been 
based on the work of Canadian 
artist Den Beauvais, also 
known for his work on the 
Alien 4 movie, and all look 
very impressive. The RPG will 
be completely non-linear, and a 
lot of work has been put into 
creating a flexible storyline to 
accompany the game. It looks 
like Revenant could be a big 
success after its March release. 





SCIENTIST; DANNY GLOVER GOT OUT OF THE SAME PREDICAMENT IN LETHAL 
WEAPON RIGHT? 

GORDON: YOU MEAN THE BOMB ON THE TOILET SCENE? 

SCIENTIST: YEH. 

GORDON: WELL, THAT WAS 1 BOMB SO JUST DON 'T MOVE.TALK.OR 

BREATHE, OK? This Months Winner: Jason Larn - London 


f PC (most pmas have an option to soroiiisltol) - juat prifft ft out 
Hliloyido This ponth it’s Sonic Adventuro. 






ACCUIM 
REPORT PROFITS 

The first fiscal quarter of 
'99 ended well for Acclaim 
with reported net revenues 
of $104.8 million. This is an 
increase of 14% over the 
same period last year. This 
figure means that Acclaim's 
net earnings were $10.3 
million for that period, an 
increase compared to last 
year’s $8 million. “We are 
pleased with the results of 
the first fiscal quarter of 
‘99,” said Acclaim boss 
Gregory Fischbach. “The 
continued strength of our 
sports branded product 
was largely responsible for 
our profitability in the 
quarter. We look forward to 
growing our overall market 
share in calendar ‘99 with 
the continued support of 
our key sports brands, AH- 
Star Baseball, NFL 
Quarterback Club, Jeremy 
McGrath's Supercross, 

WWF and NBA Jam:’ 



Issue 5 March 1 999 Totat CONTROL 













































































o 

□ 


UJ 


(0 

> 

o 


a. 

UJ 

a 
2 < 

z a 


LU 

> 

H 

U 

< 

CE 

LU 


CD 


5 K 

w g 

00 CE 

r o 

IL X 


K 

(0 


< 

2 

< 

I- 


0] 

D 

h- 

u 

3 

o 

T 

< 

cn 

o 

Q 

I- 

2 


Q 

LU 


DC 

a 

H 

U 

UJ 

u. 


a 


LU 

GC 

< 

cr 


H 

UJ (0 

2 S 

S (9 

Q ui 
O -I 


10 




LU 

,J 



• • 

0) 

0 



-J 

> 

a 






h- 

H 

(0 


a 

2 



< 

G 

< 

DC 

UJ 

DC 

UI 


3 

< 

X 

UJ 

U 

o 

o 

n 

a 

LU 

h— 

z 

h" 

UJ 

3 

2 

0 

LU 

cr 

< 

(E 

< 

H 

a 

UJ 

z 

< 

2 

UJ 

s 

z 

LU 

I- 

z 

UI 

0 

G 


u 

n 

(0 


z 

a 


ai 

> 

o 

< 

cr 

LU 

l— 

z 


G 


(0 

CE 

UJ 

□ 

< 

> 

2 

u 

G 

4 

a 

(0 


9 3 

> s 

^ s 


2 

O 

P 


z. 

UJ 




u 

(0 

CO 

o 

s 

UI 

tn 

□ 

g 

o 


3 

a 

>■ 

m 

to 

o 

z 

(— 
G 


o 

a 

< 

CO 

U) 

UJ 

DC 

UJ 

G 

>- 

CD 

< 

u 

LU 

0) 

f- 

Q 

Q 

a 




3 ” 

o a 

ffl u 

z z 

H I- 

a o 
< S 


o 

a 


o 
□ 
z 

H ^ 
^ (0 

z 4 


z 

o 

> 

f— 

G 

< 

LU 

> 

< 

DC 

G 


WHO IS THE 
BIGGEST OF 
THEM ALL? 

GT Interactive has 
announced that they have 
acquired UK software 
company, Reflections. The 
company are best known 
for their Destruction Derby 
games, published by 
Psygnosis, but their latest 
project is likely to do a lot 
better. Driver is the name of 
their latest attempt to re¬ 
invent the driving game. It 
is loosely based on sixties 
American cop movies and 
will be published by GT 
on PlayStation and PC in 
the spring. 

Harry Rubin from GTI 
explained the rationale 
behind the transaction, 
stating: “As we continue to 
grow our international 
market share, developers 
like Reflections - which 
can design products 
specifically for Europe as 
well as those with broader 
global appeal - become 
vital to our success." 


RESIDENT EVIL 
FOR N64 _ 

Yoshiki Okamoto from 
Capcom has revealed that he 
is indeed working on an N64 
version of the smash-hit 
survival horror. However, it is 
unknown at this time 
whether that game will be 
completely new title or a port 
of the PlayStation games. No 
release date has been set, 
however, and the game has 
been given a working title of 
Resident Evil 64. 



Interplay’s Star Trek adventure prepares to decloak 


ue for release in the 
next couple of 
nnonths, KUngon 
Academy from Interplay 
promises to be one of the 
most spectacular space 
combat simulators ever made. 

Chronologically, the game is 
set some time before the sixth 
Star Trek film, The 
Undiscovered Country, and 
features appearances from 
Christopher Plummer as the 
fearsome General Chang, and 
David Warner as Chancellor 
Gorkon, leader of the Klingon 
Empire. You play the role of 
Torlek, a candidate for the 
Klingon Defence Force's 
prestigious Elite Command 
Academy. Guided by Chang, 
you will learn the tactics of 
starship combat and the code 
of honour which is so 
important to the Klingon race. 
In the Academy simulators you 
will learn to command three 
different Klingon ships, and 
your training includes a 
simulated engagement with the 
Enterprise herself, under the 
command of James T. Kirk. 

When your training is over, 



you spend a brief period 
working as a spy for General 
Chang before taking command 
of your own ship in a full-scale 
war. You will have the 
opportunity to work your way 
up to the command of the 
kilometre-long Accuser 
Class Dreadnought. 

There are over fifty 
different starships in the 
game, modelled with such 
detail that if you blast a chunk 
out of the hull of one of them, 
you will be able to see 
individual decks! The ships 
are from six different races, 
including the Federation, the 
Romulans, the Tholians, the 
Gorn Alliance and the 
Sha'kurians, a new race 
introduced for the game. You 
will interact with them over 
the course of thirty complex 


missions where you command 
every aspect of starship 
operations. From your 
captain’s chair, you oversee 
the actions of your bridge 
officers, but you can take over 
the gunnery position if you 
wish to have the honour of 
the kill for yourself. 

All the familiar Star Trek 
technology is replicated in the 
game, including shields, tractor 
beams, transporters and the 
famous Klingon cloaking 
device. You can drop your 
cloak, cripple the enemy by 
knocking out their shields, then 
beam over up to a thousand 
troops to capture their ship in 
hand-to-hand combat. 

Although the game 
concentrates on starship 
tactical combat, there are also 
RPG elements. If you do well 



. it; 


nillo- j 


















and win honour for your ship, 
your crew’s morale and 
performance will be improved. 
Of course, if you lose honour, 
your crew will be less ready to 
serve you and their 
performance will suffer. 

The game will include a 
multiplayer mode which will 
allow you to fly any of the fifty 
ships in the game, and a 
mission editor with which you 
can create an entire campaign. 
This game should appeal to a 
wide audience, and not just the 
huge army of Star Trek fans. 
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Sony announce details of rapping sequel 


m n a surprise move, 

the sequel to 
Sony’s highly 
acclaimed PaRappa the 
Rappa will not be titled 
PaRappa the Rappa 2 and 
will feature a new lead 
character. The name of 
both the game and the 
new character will be 
Unjammer Rami - a name 
likely to be changed for the 
Western market. 

The major change from 
the original is that the game 
will be a simultaneous two- 
player affair with multiple 
characters selectable. Onion 
Master returns, but the rest 
will be all-new, possibly even 
funkier characters. Included 


are Ma the Mouse (a member 
of Rami's rock band, Milk 
Can), a chainsaw-wielding 
beaver, a fire-fighting 
Dalmatian and a nervous- 
looking airline pilot. 

The gameplay will remain 
largely unchanged from the 
original - a kind of ‘Simon 
says' type gameplay, with 
players following a series of 
button presses. However, the 
style of music will be 
radically different and is 
reported to feature rock, 
house and drum n' bass. 

Unjammer Rami is set for 
a spring release in Japan and 
a release in Europe before 
the end of the year. We’ll 
keep you posted. 






EIDOS: A LEAGUE 

OF THEIR OWN 

UEFA Champion’s League lands on PC and PlayStation 


idos have signed a 
deal with ISM 
(International Sports 
Media), resulting in them 
publishing the forthcoming 
UEFA Champion's League 
game on both the PC and 
PlayStation. This will be the 
only official Champion’s 
League title on the market, 
meaning that it will contain all 
the actual teams, players and 
logos, not just from the 
present, but from as far back 
as the tournament began. The 


game looks technically 
impressive with realistic and 
multiple shadows that are 
dependent on the time of day. 
All of the characters have been 
composed using models with 
skeletal weighting, so 
animation should be smooth 
as well as realistic. ITV trio 
Bob Wilson, Ron Atkinson and 
Brian Moore have provided the 
commentary, adding the 
finishing touches to what is 
shaping up to be a very well- 
polished game. 







The N84 seems to hevi 


gathepidy, and goals have 
to be earned rather than 


Si INFORMATION 


loads better and won t be 
bealen on the same soft 
goals as in the other 
versions. This adds 



Issue 5 March 1939 Total CONTROL 


































































>- 

< 


CVJ 

> 


Ul 



DESTROY ALL 
MONSTERS 

A new VMS has been 
released in Japan, along the 
lines of the Godzilta VMS 
brought out before the 
Dreamcast’s release. The 
in>built game allows users 
to select one of 25 monsters 
to battle to become the King 
of Monsters. 
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Get totally tanked up in new PC title 


estwood, best 
known for their 
phenomenally 
successful C&C series, have 
been applying the finishing 
touches to one of their new 
titles, Recoil. The game is set 
in a doomed future where the 
global computer systems have 
turned against their creators, 
taking over the military in the 
process. You and your rebel 
faction must destroy the 
threat using your small army 
of remote-controlled battle 
force tanks. These state-of- 
the-art vehicles can be 
morphed from land to hover 
vessel to submersible form, 
and are equipped with 18 
separate weapons. 

Recoil is set over six 
unique mission-based worlds. 


The dynamic environments 
allow the player to alter the 
shape of the terrain, which is 
often a vital part of the game. 

It can be viewed from both 
first and third-person 
perspective, and though not 
essential, the game has been 
optimised for Voodoo 2 
accelerator cards. The result of 
this -apart from a highly 
smooth game engine -is the 
inclusion of a number of 
superb special effects such as 
altitude-based fog, depth-based 
haze and horizon, coloured 
point lights that alter the entire 
environment, and ongoing 
vehicle damage textures. 

With a 32-player 
deathmatch option also 
included, it’ll be a title worth 
looking out for in the future. 



PACE 3D 


This month we’ve got a particularly groovy competition for you. Up for grabs 
are not one, not two, but three superb Pace 3D Edge Voodoo Banshee cards, 
which normally retail at £99. The three lucky winners will be upgrading their 
PCs and enjoying not just super smooth 3D graphics, but ultra high 
resolution 2D graphics as well, which will improve the appearance of many 
everyday applications. It can even display the results on your domestic TV 
Since it combines the functions of two cards in one, the 3D Edge also saves 
room inside your PC, freeing up card slots for other devices such as a sound 
card or a modem. If you’ve read our review in the Hard Stuff section, you 
should have no trouble with these three simple questions. 

1. What is the maximum 2D resolution possible with the 3D Edge card? 

2. How does the 3D Edge card connect to a TV set? 

3. What game comes bundled with the 3D Edge card? 


Write your answers on a postcard or sealed down envelope, along with 
your name and address, and post them to us at the following address: 

Pace Yourself 
Total Control 
Rapide Publishing 
1 Roman Court 
48 New North Road 
Exeter EX4 4EP 

Closing date for this competition is April 9th 1999. The first three correct 
answers drawn from our postbag after that date will win a Pace 3D Edge 
graphics card. The Editor’s decision is final. 




No details yet. and only one 
screenshot. But judging by the 
excitement on the internet about 
THAT screenshot, this game is going 
to be big. 


With Half-Life taking up the majority 
of our lunch-times here at Total 
CONTROL, we can’t wait for this 
death match/strategy game 
designed around it. 


This game is looking better all the 
time. Vampires, dimension hopping 


The appearance of a short movie 


look better than we expected. 
Should be one of the biggest games 
of the year. 


and animation will make this one of 
the best PlayStation games this year. 
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YES! I would like to subscribe to 

CONTROL 

magazine and receive the 

next 12 issues for £24 

including delivery anywhere 
in the UK or £^0 

elsewhere in Europe 


Please start my subscription with Issue No. 


YOURDETAILS 

Name 


Address 


Postcode 

Telephone 

Signed 

Date 


Please send your completed form and 
payment to the following address: 

Subs Department, Total CONTROL Magazine, 
Rapide Publishing, 1 Roman Court, 

48 New North Road, Exeter, EX4 4EP 


PAYMENTMETHOD 

I Cheque/Postal Order 

made payable to 
Rapide Publishing Ltd 

i Visa 

I 4 

; Access/Mastercard 


Card No 


Expiry date 

Signature 

Date 







































































































Expectations are high. How does anyone go about making a follow-up to 
the biggest selling game of all time? Rest assured, because from what we’ve seen 

of Final Fantasy l/llf it promises to be Square's most epic adventure 


ever 
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Although the battle 
sequences offer no great 
changes, the character 
animation has been improved 


S I quaresoft's Final Fantasy VII 

opened up the role-playing 
game to the world. Never 

III ...J before has a game of that 

genre made such an impact, and it was 
praised from all corners as a whole 
new type of game - a game where the 
actual gameplay was secondary to 
story, a game which was more like a 
movie than ever before. It was Final 
Fantasy's marriage of the exploration of 
a fascinating world, intense and 
strategic battles, and the ever-twisting 
plot that kept you hooked. And hooked 
we were, on this life-dominating game. 
It will be a hard act to follow, but the 
indications are there that Final 
Fantasy VIII will be even better 
than its predecessor, promising a 
more adult storyline, an enhanced 
battle system, and even more glorious 
FMV. With the release of the game 
imminent in Japan, Total CONTROL 
decided to take a closer look at what 
could easily turn out to be the game 
of the year... 

Interactive cinema 

The plot of Final Fantasy VIII remains 
shrouded in secrecy, but then if you 
knew too much it would no doubt ruin 
what is likely to be the best Final 
Fantasy experience yet. However, Square 


have released a few background details 
to the game to whet our appetites. The 
game centres around a character known 
as Squall Leonhart, a seventeen-year-old 
man with a large scar on his face (the 
scar, apparently, plays an important part 
in the plot). This hints at a hidden or 
perhaps forgotten past, a theme which 
Square have already tackled in a 
number of their games. His role is 
similar to that of Cloud in Final Fantasy 
VII - he is essentially a loner, unfriendly 
and, at least on the surface, appears to 
care about no one but himself. Squall 
was a member of a military school 
known as The Garden. This is where six 


to nineteen-year-olds gather to learn 
military skills, graduates of which can 
join a foreign army after an intensive 
examination. In the game Squall is a 
member of SeeD, The Garden’s own 
special forces group, where members 
are exceptionally gifted and work 
independently of any government or 
army. Square have stated that the 
game’s theme is fairly similar to that of 
FFVII, but this time the romantic interest 
is more of a priority than the imminent 
demise of the world. A futuristic city 
with a halo above it also plays a large 


part in the plot, although exactly what is 
not yet known. 

The game’s female interest comes 
in the form of Rinoa Heartilly, Squall’s 
lover. Not much is known about her at 
present other than that she is also a 
member of SeeD with Squall and they 
met at Garden. The other characters 
revealed so far are Laguna Loire, an ex¬ 
soldier now a journalist; Zell Dintch, a 
17-year-old street kid whose dream is 
to become a member of Garden; and 
Seifer Almasy, Squall’s commanding 
officer in SeeD.,^ 

The battle system has been given 
more than just a little overhaul. Gone is 


the Materia system of FFVII, and in its 
place is something called ‘Draw’. This 
ability allows characters to extract 
magic power and spells from their 
enemies and either use it directly 
against them or store it up for future 
use. The actual battle system itself is 
much the same and still follows the 
same pattern as FFVII. There have 
been a few, but significant nonetheless, 
changes. Limit breaks cannot be stored 
up and now have to be used as and 
when they become available. They 
become more frequent the lower the 


THE ACTUAL LOOK OF THE GAfViE HAS BEEIM THE SUBJECT OF SOME CONTROVERSY 

££EL 




Above: These images taken from the FFVII! demo show the amount of work that has gone into making the game look very different from Final Fantasy Vlf 
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energy of the character, and a new 
twist has been added. A limit bar will 
move as your character performs his or 
her limit break; on it are several 
markers which the player can press the 
R1 button in time with to exact more 
damage than normal. Hitting each of 
the markers at the right time will also 
add a bonus attack onto the end of the 
limit break. This rule can also be 
applied to normal attacks - pressing 
the R1 button at the right time does 
that little bit extra damage. A few of 
the annoying things about FFVII’s 
battle sequences have been eradicated, 
such as mistakenly casting a spell on 
the wrong character. If, for example, 
you need to cast a Phoenix Down spelt, 


making them more lifelike helps to 
express feelings and moods more 
accurately than the abrupt, almost 
card board-like animation in FFVIL It also 
helps that the characters are fully texture 
mapped as opposed to FFVfPs use of 
shaded polygons. There has also been a 
concerted effort to implement more FMV 
into the actual gameplay, and the movies 
flow into the gameplay seamlessly; FMV 
for the backgrounds, while the 
PlayStation generates the characters. 
Overall, the feeling of the whole game is 
more mature and cinematic - the 
characters are players on a stage. 

As for the enemies, these are in the 
same tradition of FFVII, where Square’s 
designers have been allowed to let their 


WE HAVE WO DOUBT WHATSOEVER THAT FSWAL FAWTASY VIII 

WILL BE THE GAME TO OWM FOR PLAYSTATiOM THIS YEAR 


the arrow will automatically go to the 
dead person. Likewise, casting a Cure 
spell will automatically go to the 
person with the lowest health. 

For Western eyes 

The actual look of the game has been 
the subject of some controversy in 
Japan because Square have decided to 
go for a more Western feel. Gone are 
the Manga looks of the previous 
games, and the characters (in 
particular) have undergone a 
'Westernisation' - they are now normal 
height and have no over-sized eyes. 
Now this has annoyed certain sections 
of the Japanese press as they see this 
move as a cynical one to bring Final 
Fantasy in line with the international 
market, which is exactly what it is - if 
a game appeals to more people then 
why shouldn’t it sell more? Admittedly, 
we too 'are a little perturbed by this 
new aesthetic - part of the charm of 
Final Fantasy VII was the game’s 
unashamed Japanese roots. 

This aside, what we’ve seen of the 
game so far looks stunning. Most of what 
went before - the pre-rendered 
backgrounds, the polygonal characters 
and all the special effects - make a 
return, but the whole thing looks a lot 
slicker. Also, a great deal of work has 
gone into animating the characters; 


imaginations run riot. What we’ve seen 
so far, though, is that there is a mix of 
what could be considered ‘real’ (giant 
cobras, mechanical insects and so on) 
and bizarre, nightmarish creatures, 
including a huge flying demon with a 
massive chin. Not quite as much 
attention has gone into them as has 
with the characters, but they are still a 
massive improvement over the monsters 
seen in FFVIL Aurally, much of the 
familiar music from FFVII returns, albeit 
in an rearranged form, so all those 
tunes which delighted/irritated you will 
be back in style. 

Imagining the impossible 

We have no doubt whatsoever that 
Final Fantasy VIII will be THE game to 
own for PlayStation this year. This is as 
close as you could get to a guaranteed 
hit on any format, and Square's 
predictions for sales exceed that of the 
previous game by some considerable 
margin. It looks like Square have stuck 
to the formula which has made the 
series such a success in the past and 
have only tweaked and improved on a 
few areas. The game looks incredible, 
plays as well as you can imagine, and 
will no doubt have a story that would 
not be out of place on a cinema screen. 

The budget for FFVIII has been set 
at an astonishing $30,000,000, and 


Limit breaks make a welcome return, only this time they are even more 
spectacular and the player has a certain amount of input into the move 


FFIX is said to have a budget of around 
$80,000,000, suggesting that this will 
be an even better game (what machine 
that will appear on has yet to be 
announced). Anyway, we shouldn't be 
too concerned about that game yet as 
Square have announced that Final 
Fantasy VIII will be released on four CDs 
in Japan towards the end of February. 
We’ll bring you more details then. TC 
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Total Control takes a look at one of the most controversial games of the decade. With 
N64, PlayStation, and even Game Boy versions nearing completion, we examine whether 
the gaming phenomenon that is Carmageddon justifies its reputation. 
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FORMAT 


PlayStation 


PUBLISHER 


SCi 


DEVELOPER 


In-House 


STYLE Violent Driving Game 


PUYERS 


1-2 


INFORMATION 


FORMAT 

PUBLISHER 

DEVELOPER 

STYLE 

PLAYERS 


Gameboy 

In-House 

Violent Driving Game 

_ 



FORMAT N64 


PUBLISHER SCi 

DEVELOPER Software Creations 
STYLE Violent Driving Game 


PUYERS 


1-2 














Although the choice of vehicles you get is very diverse, it's the secret cars like the hippy van that you’ll want to be seen 


in 



A lot of care has gone into 
the modelling of the cars 
which feature accurate 
damage and lighting effects 


When Carmageddon was released on the PC two years ago, few 
could have predicted the ganne’s success. The title has gone 
from strength to strength and is one of the few computer games 
that could be credited with having a cult following. Although 
there have only been two games to date, SCi have gained 
themselves a world-renowned game series with a firm and very 
solid foundation. Like it or not, you can expect the Carmageddon 


brand name to linger for many years to come. This is a fact that 
many people would prefer not to admit - not necessarily the 
paying public or the majority of faces in the industry, but the 
idea of further additions to the controversial series will almost 
certainly not come as welcome news to the beleaguered 
members of the BBFC. 

Carmageddon II: Carpocalypse Now ran into serious of 
problems during its bold journey through the British Board of 
Classification - and not surprisingly either. It’s easy to 
understand how those who are concerned about the effect of 
video game violence on young minds may consider a title that 


encourages people to plough through an endless parade of 
innocent pedestrians an unhealthy concept. With the obvious 
and unavoidable problem that no matter what age rating a 
game like this is given, younger people will always be able to 
find themselves a copy of it somehow, the game has proved a 
sticky dilemma for those people in charge of labelling what the 
public is or is not allowed to see and do. After all, as 

technology continues to advance, the 
concept of Carmageddon can only be 
portrayed more graphically and more 
violently than before, and bearing in mind the strong support 
for the game amongst the industry, the appliance of censorship 
can only become more and more difficult for the BBFC as time 
goes on. 

Think while you drink 

But forget all that. If the question of censorship was put 
towards the gaming public, there would be an indisputable 
majority that couldn't give a toss about what some executive in 
London thought about the psychological effects of violent 
computer games. We want more blood, more sex, and more 


B§'EMTEOT£wiWG^*MnT™ AW^MOT^OO IMI^vTmG^ITHER ™ 



The graphical differences between the PlayStation and N64 versions are not too high. The NB4 screen blur and PlayStation pixelation can be used to tell them apart 
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THE BOY DONE GOOD 


As you may have already read, Carmageddon v/tll also be making an appearance on the Game Boy and 
Game Boy Color over the next few months. Obviously a 3D version would be impossible, but SCi have 
overcome this by using a top-down viewpoint similar to Grand Theft Auto. Details on the game are 
sketchy at the moment, but the basics of the game should remain - hopefully they will have been able to 
create the levels using some elements of 3D, so bridges and hills can still provide stunt opportunities. 
It’s already looking great, and we’ll be following its development closely in our Reportage section. 
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violence in our computer games, and over the last few years we 
have had it to a certain extent. Look at the rise in profile of the 
computer game - it has been games like Quake and Resident 
Evil that have pushed computer games into the limelight... 
games like Carmageddon. 

Let’s paint the town red... 

SCi are now preparing to further expand the Carmageddon 
empire by porting the game across to the N64, PlayStation and 
Game Boy. The simple concept behind the game remains true 
to all formats - if you've never played the game it would appear 
on paper to be nothing more than a violent race game. Of 
course, in reality the gameplay is actually quite different. Rather 
than being placed on a pre-defined race circuit, you are 
strapped into a car with a whole arena to explore. In each there 
are a number of checkpoints that represent a route through the 
level, and, if you wish, you can follow the track around, 
collecting money and time bonuses as you pass through each, 
but this is by no means the limit of what you are intended to 
do. Levels can be completed in one of three ways: complete the 
predetermined number of laps; write off all of the other cars In 
the race; or turn all of the pedestrians into a red pulp. There is 
no position meter in the game for a reason: it is not a race... at 
least, not against the other cars. Instead you have a time limit 
that is continuously counting down - if you ever allow it to drop 
completely the race ends and you’ll need to go back and start it 
over again. Time can be extended, though, and is not usually a 
problem until the later levels. Passing through a checkpoint, 
picking up certain bonuses and ramming through pedestrians 
all add precious seconds to your clock. With this in mind you 
realise that straying off the course will usually bring much 
greater rewards. 

Bad point? 

So what's the point, then? This is a common question that 
gives the game the cult status it has - you’ll either like the 
game or you won’t. If, after you play it you find yourself asking 
that question, then the answer is probably ‘none’. The single, 


unique thing about Carmageddon is that it takes the stance of a 
game that is only intended to be entertaining - not challenging, 
and not too involving either. If you don’t think you’d enjoy 
smashing up cars, performing ridiculously dangerous and 


ElUJOY SMASHING UP CARS. PERFORMING RIDICULOUSLY DANGEROUS AND 

MANY PEDESTRIANS 




doomed stunts or mowing down as many pedestrians as 
possible, then this is not the type of game for you. If, on the 
other hand, you think the idea sounds entertaining, then you 
will almost certainly fall in love with Carmageddon 2. The idea 
has been superbly put across in the game - spinning through 
the air after hitting a ramp with only the left side of your car, 










Level design in a game like this is obviously important but this is a factor that the developers have 
put a lot of thought into. Because of their diversity there’s a lot of life in every level 


It 
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WitK these completely open 
maps, learning the ins and 
outs of each will take the 
player much longer than your 
average racing game 



The variety of levels on offer 
promises hours of fun 



If you play well enough you can unlock some of the hidden tracks, most of them won't be realistic but will allow for some great stunts 


and sliding through three hapless civilians before smashing 
head-on into an enenny car is extremely satisfying. Events such 
as these are commonplace in the game, and extra cash is 
earned for achieving multiple kills, head-on collisions and 
piledrivers, where some unfortunate pixelated soul finds himself 
between your front bumper and a concrete wall. Cash rewards 


high cliff onto the vehicle directly below next to a gas station is 
that your vehicle can sometimes (95% of the time, in fact) gain 
more damage than the others. The damage models in 
Carmageddon and its sequel were excellent. The perfectly 
accurate dents looked superb, and if enough damage was 
caused, your car would be dented to such an extent that not all 


SPINNING THROUGH THE AIR AFTER HITTING A RAMP WITH ONLY THE LEFT SIDE OF YOUR CAR AND SLIDING 


THROUGH THREE UNWARY 



CAR IS EXTREMELY SATISFYING 


are also generously dished out via several other 'extra style 
bonuses’ that often occur more by luck than judgement but all 
make good saves for the replay. Money is perhaps the biggest 
incentive for planning extravagant kills in the game. With this 
you can repair and recover your car mid-level, upgrade engines 
and armour, and trade your vehicle in for a new machine. 
Eventually you’ll find yourself strapped inside the ultimate in 
carnage creation. 

The problem with attempting to launch yourself of a 200ft 


of the wheels would touch the floor, or it could even be 
completely ripped in two as in the famous Roger Moore 007 
car chase. Luckily, if such an event arises, you can immediately 
repair you car for a price, and as if by magic you find yourself 
back in a perfectly operational vehicle complete with spanking 
new paint job. The damage also significantly affects the car 
handling - things like your car leaning to one side or your 
bonnet not being firmly secured and flapping up, obscuring your 
vision, need to be attended to as soon as possible. 



Play time 

It appears that SCi have placed the focus primarily on the new 
PlayStation version, obviously due to the fact that it will be this 
version that is expected to reap the highest rewards. The 
PlayStation version is not simply a port of Carmageddon 11, it is 
a combination of elements from both PC games. There will be 
30 massive arenas - some from the first game, some from the 
second, and others that will be unique to the PlayStation. 

These new tracks include a ski resort and a medieval stunt 
track. There are also several new ‘themed levels’ such as a 
giant pinball table and an elevated speed track. The 30 drivers 
and cars are a similar mix, with new vehicles including a super- 
powered pick-up truck, a turbo-charged Mini, and a cop car. At 







Many of the levels will also have objects that must be activated before other areas and secrets routes will become accessible 
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At any time during the race the player will be able to upgrade the armour, engines and offensive power of their car. This is very expensive though, and you’d be well 
advised to wait until you know that you have enough cash in reserve to bail you out of danger if you find yourself in a sticky spot later on in the race. 


the moment it is still undecided as to whether the PlayStation 
version will feature red-blooded pedestrians - the BBFC will 
obviously have a harder time deciding on the restrictions for the 
console versions. It’s likely that SCi will be releasing two 
versions of the game for different regions around the world - 
we'll keep you informed of the BBFC’s decision in our 
Reportage section as soon as it has been confirmed. It has 
already been announced that animals will be featuring in the 
game, though, but details on how many and what species have 
yet to be made. 

The PlayStation version will also contain the mission-based 
element from Carmageddon //. After finishing a small number of 
levels you must race a course with certain objectives ranging 
from simple checkpoint races to much more interesting tag 
games involving smashing into each car at least once in a given 
time limit. There will also be an in-depth training mode, loads 
of weapon add-ons, a two-player split-screen mode and a host 
of multiplayer game modes and options (apparently). 

One not-so-unexpected feature of the N64 version is that 
green-blooded zombies will take the place of the pedestrians, 
but with a content like Carmageddon's, N64 owners are pretty 
fortunate that the game ever arrived on their machine at all. 

The N64 version will have fewer cars than the PlayStation title 
- there will be 23 in total, including a motorbike and sidecar 
that will be unique to the N64. This loss has been more than 
made up for by the extra tracks, which total an impressive 37. 
The ski resort level will also be on the Nintendo cartridge, and 
a commercial airport level will also be unique to this version. 
The N64 game will not share the same game structure as the 
PlayStation or PC. You begin with a choice of ten cars and 
drivers to use, and after completing the game ten more of each 
are unlocked and the game must be completed again using the 
new selection. As with the PlayStation, a comprehensive two- 
player split-screen mode will also be included. The N64 version 
will use the 4MB expansion pak, and is graphically looking very 
similar to the recent PC title, even if the levels appear to be 
unfinished and sparse. 

The final countdown 

Being a huge follower of both games on the PC, it's hard to see 
how the console conversions could go wrong. The gameplay, 
being so simple, should come naturally, the only worry is that 


the driving mechanics may not be as good, but such an obvious 
concept would be difficult to overlook. With the popularity of 
the game on the PC continuing to rise, success on today’s 
consoles seems almost inevitable. SCi have a definite winner on 
their hands, and I doubt that the series will end here. TC 






_ 




. ... 

■.■IsTv J -T • 






Power-Ups are an important feature in most computer games, and Carmageddon is no exception. There 
are loads of turbos, and pedestrian-killing items to be found around the levels, and some can be 
extremely bizarre. Items like the Electro Bastard Ray that zaps all of the pedestrians you pass are 
extremely helpful, but by far the strangest item to find is the affectionately named ‘mutant-spiky-tail- 
thing*. Essentially a huge flail strapped to the rear of your car, it can be very helpful when taking out 
surrounding pedestrians but will dramatically affect the handling of your car, which is not too surprising. 


BLOODY 


GOOD 
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Gore in video games, new consoles, crap PlayStation titles, and, of course, another letter from Mark Coyne. Keep 
the letters coming (preferably in something resembling English] and well continue to print as many as possible. 



play all these on my PC with 
enhanced graphics and 
features. Crash Barrdicoot is , 

• .‘r > 

crap “ I should know, I madf^'^ 
the mistake of getting it, 
although I can't say anything 
about the sequels except that I 
can’t believe they were 
released, althopgbthe Tekken 
series IS excellent, but Half- 
Life plops on all of the above. 
Sony, I know, are not a games 
company - ypu were right. But 
aside from third party, Sega and 
Nintendo know how to produce 
AMAZING games, and I have 
confidence in that atone. 

Nights, Pa filer Dragoon Saga, 
^ario 64,’SSnio and Ze/c^a jat 
the oppostfi)ri®’alive, 

RS. If anyone else choosesld 
revile my points, I would prefer it 
if they spelt^my name properly; 
Anybody agreeing on my |)oint§, 
feel free to Sftp.TC a linet/ ':^:;l;:£J 
Thanks for an amazing thirtfi^^" 
issue. It outdoes all competition. 
Mark Coyne - Via email 


lipave read the replies in 
4, which are pretty 
reasonable. Some of my earlier , 
rantings obviously tread on a lot 
of people's feet. However, 1 think 
i should set the record straight 
regarding my position on the 
games front. 

My machines of choice werSS 
the Saturn AND the PlayStation. 

I got the Saturn when it was 
released, the PlayStation a year 


PC. I’m not going to butter up 
the Dreamcast, but instead 
allow TC 3’s great Foreign Office 


machine... giving thousands of 
people worldwide pleasure", 
from Mr. McQuillan is a bold 
statement. Recent news 
suggests over 450 titles have 
appeared on the machine, in 
contrast to about 50 decent 
ones (and only a fraction are 


something, especially as 4 
praised for games being taken 44 
more seriously. Does this 
machine deserve the respect it 
seems to achieve? With 
developers wiping all their bad 
wares on it, and it coming to the 
end of its natural life-cycle, it's 
time to move on, and not when 
Sony say so (about another two 
years probably). People who 


better. There is sufficient enough 
room for three major console 
developers around the world to 
succeed financially... And If I’m 




to ask Mr. McQuillan how many 
MegaDrive or Saturn games has 


for Mr. Daeimans... the Resident 
Evil series, FFVIf, loads of 
different racer games - i can 


BALLS OF .STEEL 

aving just finished reading your third 
issue, I feel I must write to you and 
complain about the clear bias in you 
articles. I am a Sega man through and 
through, but I can still appreciate other 
consoles and publishers. You, however, 
seem to be joined at the hip to the 
PlayStation. The Dreamcast is the 
biggest jump in console technology since 
CD-based consoles appeared, and you 
devoted all of eleven advert-riddled 
pages to it compared to two full pages of 
unconfirmed PlayStation 2 rumours. 

Okay, so maybe that wasn’t the best 
example, but what I am trying to get at 
is the fact that you will undoubtedly 
hype Sony's next console to the max. 

The Saturn failed due to poor advertising 
on Sega's part, but they have learnt from 
their mistakes and plan to publicise the 
launch of the Dreamcast in Japan all 
over the world. They cannot do this 
without articles in major gaming mags 
tike yours. CVG have managed lots of 
informative articles concerning the 
Dreamcast, and so have Games Master, 
but you have not done nearly enough 
work in alerting people to the 
Dreamcast’s arrival. Please don't 
abandon Sega at the most critical stage 
in their life. You owe it to all of the Sega 
fans out there that need up-to-date info 
on their console. 


1 know this letter is a bit pessimistic 
on my part, but poor coverage of the 
Saturn launch started its demise, and 
letters complaining about that came too 
late. In writing now I have the chance to 
ask you to sort out your Dreamcast 
approach before it's too late. You 
probably don’t have the balls to print a 
letter of criticism, but please hear what 
I’m saying. 

Thom Airs - Oxfordshire 

Err... are we talking about the same 
Issue 3, Thom? The one with the 
Dreamcast on the front cover? The one 
with the first UK reviews of all four 
launch titles? 

I think eleven pages of coverage for 
a machine that won't be released in 
Europe for another nine months is more 
than enough. We were actually 
expecting to receive letters complaining 
that we were devoting too much space 
to the Dreamcast, seeing as such a 
small percentage of our readers actually 
own one. As for being 'joined at the hip 
to the PlayStation', / can only assume 
that you are referring to the fact that it 
gets more pages of coverage than the 
other consoles. The obvious reason for 
this is that there are more games 
released on the PlayStation - we can 
only cover what's out there. 








) believe during 1999 the N64 will go to the 
top until the Dreamcast is released in 
September. The PlayStation will continue to 
release loads of crap games. But the 
PlayStation 2 will be very popular. 

Paul Tuson ~ Via email 


Nostradamus, eat your heart out. 

4> - ..j 

.y 

Nintendo have been living off of Mario 
games for too long. It's getting real boring, 


guys - now about a tresn new 
Mark Holliday - Glasgow 


Boring! Are you 
Nintendo should 
games as 
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Which do you think is a better racing game 
Gran Turismo or Ridge Racer Type 4? 
Russell Harris - Essex 












They're both extremely good games 
that won’t disappoint. Basically it 
just comes down to wfiether you’re 
after an arcade [R4] or slightly 
more realistic racer 



...Death maybe swift for Cliffl 
Les Smith ~ Hull 


If he blows up another Drearncast, 
most 
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MAD FOR IT 

These pages are sponsored by Mad Catz. Every 
letter printed in its entirety will win a joypad, 
and the 'Mad letter of the month’ wins a 
steering wheel plus either a camera, a 
Walkman, or a Mad Catz Wrist Rumbler. Plus 
you get to see your name in Total CONTROL. 



Mad Catz Peripherals - By 
Any Means Necessary 





games. For me, watching blood spill 
out everywhere in a game makes me 
feel physically sick and makes me 
wonder what type of twisted, evil soul 
would want to incorporate this feature 
into a game. 

That’s me done. Again, thanks for a 
great magazine - 1 shall be reading it 
tong into the future. 

Gerard White - Co. Down, N, Ireland 


ongratulations on your excellent 
magazine. I have two points to 
bring up here: 

1. Has anyone else noticed the 
number of sequels released in the 
gaming market this year? Many of 
these games are just bigger 
{supposedly better) versions of the 
previous game, offering very little in 
the way of new features and 
originality. For example, look at Tomb 
Raider ill. This game has been overly 
hyped, yet it plays exactly the same as 
the previous versions. Fair enough, 
there may be a few graphical 
enhancements, but what else? Another 

•y. 

is Crash III ~ it’s just spin, smash 
boxes, collect apples and win the 
game. That’s it. 

Ad m i tted I y, som e devel o pe rs do go 
out of their way to change their games 
for the sequel, such as Populous III and 
Zelda. Both of these are newer, more 
original versions of previous games and 
they both play very well. Other 
developers don’t seem to realise this. 

2. Why do games producers seem to 
think that the more gore and blood in a 
game the better? Games such as 
Carmageddon 11 and the Mortal Kombat 
series have blood pouring out of them, 
yet they have no playability whatsoever. 
Other games like Goldeneye and Tekken 
III have no blood and are still great 


1. The trouble with sequels is that 
people just keep on buying them; we 
can hardly blame developers and 
publishers for not bothering to come 
up with new concepts and game 
engines when an existing license is 


a Top 10 position for their game. 

2. Ifs true that in some cases 
excessive amounts of blood ‘n guts add 
little or nothing to what is all-too-often 
poor gameplay. However, the publicity 
gained by announcing a game that 
contains enough gore to outrage 


awareness about their product that 
would otherwise cost them a fortune in 
advertising. And just for the record, 
despite being one of the most 
shocking games ever conceived, I think 
Carmageddon II is a rare example of a 
game that uses gore to enhance 
gameplay rather than replace it 



'm just writing to add my 
tuppenny's worth to the great 
Sega/Nintendo/Sony debate, which 
often runs along the line of “Sony are 
killing off the games market by being 
so mainstream”. First of all, allow 
me to clear up my own personal 
bias. For some unintelligible reason 
(something to do with Sonic, I 
think), I am not a great fan of Sega. 
However, I love Nintendo (SNES 
ruled), and I am more than 
contented with my current console, 
the PlayStation {though I may buy an 
N64 if I get some cash). Now, I have 
heard a lot of people argue that 
Sony, by appealing so much to the 
casual gamer, is killing off creativity 
in the market, and while alive, the 
Saturn had just as many high quality 
games as the PSX. They say that 



because Sega are a talented bunch 
of developers (something I do not 
contest), they are also more on the 
“hard-core gamer’s” side. With Sony 
being the populist, corporate, image 
mongers that they are, they can only 
stand for the profits of men in suits. 
(NB: As this debate usually rages 
between Sony and Sega fans, 
Nintendo are rarely mentioned a lot, 
but when they are they are given 
similar purist praise as Sega.) I go 
along with this to a certain extent. 
While I feel it is true to say that Sega 
the development house is more in 
touch with gamers than Sony are, 
and are more likely to come up with 
innovative, playable games, when it 
comes to hardware they are not so 
traditional. It wasn’t that Sony were 
more evil that allowed them to win 



n last month’s Pen Pen 
Trice Ion review in the 
Foreign Office section, part of 
your review stated that “there are 
only four tracks available to start, 
but it has been hinted that more 
will become available as you 
progress throughout the game". 

This indicates that you have 
not played the game to its full 
extent, so how can your overall 
score be accurate if you are 
unsure about the size of the 
game? The life span of the game, 
be it large or small, should be an 
important factor when reviewing 
a certain game and giving it an 
overall score. 

No disrespect to the team, but 
how do your readers know whether 
to purchase the game judging by 
your reviews? 

Richard Broughton - Grimsby 

Although ifs true that the life 
span of a game is definitely an 
important fact when we are 
reviewing it, ifs simply impossible 
for us to complete every game 
that we review - especially when 
working to strict deadlines. If we 
had waited to review Zelda until 
we had completed it, our review 
would have come out a full month 
after the game, by which time I 


suspect 907o of our readers would 
already have bought it. Perhaps no 
bad thing in the case of Zelda, but 
what of Acclaim’s South Park? 
Hopefully with our brutally honest 
review we have managed to save 
most of you from making a big 
mistake. If our review had been 
too late to prevent this, it would 
have all been for nothing. 

In the case of Pen Pen Tricelon, 
our job was obviously made more 
difficult by the fact that all of the 
text is in Japanese. As it turned 
out, there were no secret tracks, 
just a single secret character and 
lots of small power-ups for the 
existing characters. 




the console war circa- ‘96-’97, it 
was the fact that the Saturn was a 
vastly inferior machine, terribly 
underestimating the role of polygons 
in the “future of games”. And if 
people say that Sony created this 
mentality by promoting graphics over 
gameplay, then why were, even at 
the time, Sega going all out to 
produce better and better 3D arcade 
boards? The Dreamcast is a perfect 
example of the fact Sega are just as 
money hungry as Sony. They are 
already hoping to aim the machine 
at a more mature audience (the Sony 
tactic), and by making the machine 
so PC friendly, surely they are simply 
begging for a multitude of rushed PC 
to Dreamcast ports, especially if the 
machine becomes successful. Sony 
were victims of their own success to 


a certain degree. It is the fact that 
good games and a good image have 
propelled them to such heights that 
so many poor games are being 
developed to go along for the ride. In 
fact, I personally believe that only 
Nintendo can really be said to be 
completely devoted to the 
development of originality on their 
machine, via very strict screening, 
and the image they have created as 
a machine for cute platformers (as 
opposed to a machine for Ministry of 
Sound snowboarding break-dancers). 
Perhaps having such developers as 
Rare, DMA, and even NCL 
themselves, gave them this 
confidence. But then again, the N64 
is almost a complete failure in 
Japan, so maybe Sony are the 
future... Alexis Nelson - Via email 
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SOMICALLY 



fter reading both Mr. Coyne’s letter 
and its subsequent replies, it seems 
that there are only extremist views on 
display here. While the PlayStation 
might be the commercial king of the 
console market, a lot of its games are 
sorely lacking - there are proportionately 
few high quality titles in comparison to 
the amount of dross on the shelves. 
Simple proof of this is to walk into any 
high street games store and count the 
number of games that reach above the 
50% mark in TC. The answer: not very 
many. That being said, the PlayStation 
has done a lot to further gaming and 
make it considerably more inclusive and 
less hard-core. However, in doing this 
the intellectual level that games have 
had in the past has had to be sacrificed 
to make way for a more general mass 
(and thus lucrative) market. As for the 
Saturn, it has by no means bombed. 
Sales in Japan (up and until 
Dreamcast’s release) were comparable 
to the PlayStation’s, and often better. So 
obviously there were games on the 
Saturn that were of equal standard to 
the PlayStation (e.g. Grandia, Sakura 
Taisen). However, the Japanese market 
is grossly different from the West’s. The 
Saturn was essentially a high-end 2D 
platform (to cater for the Japanese 
market), so the majority of games 
produced were 2D. Considering that the 
Western market seems to have a 
phobia with anything that isn't 3D, the 
Saturn was destined to fail. This doesn’t 
mean that the games on the Saturn are 
bad in comparison to the PlayStation, 
just unappreciated. Unfortunately the 
majority of gamers and prospective 
gamers suffer from some kind of 
ostrich-based affliction concerning 
Sega’s machine, in that they cannot 
seem to remove their heads from the 
ground so as to allow it a fair chance. 
Hopefully gamers might have the 
foresight to give Dreamcast and Sega 
the benefit of the doubt. 

Ollie - Via email 


a hank you for compiling a magazine 
that is both well-written and well- 
presented, and also well-endowed with 
useful information at a sensible price. 
(There’s no point in soldering a futile 
tips book to the front cover for the sole 
consumption of simpletons who seem 
intent on eliminating the main purpose 
of playing a video game only to bump 
the price up to £4.95!) 

Anyhow, the main aim of this letter 
is merely to state the fact that now is 
the time to purchase a Sega Saturn! I 
own the N64. My brother owns a 
Saturn. I pay £39.99-£49.99 for new 
games. My brother pays 99p“£4.99 for 
new games! That’s right, NEW. 

Granted, most of Sega's games are 
grotesquely poor, but I did used to own 
the Saturn myself, and one cannot 
deny that there are plenty of high 
quality games as well. I still maintain 
that Sega Rally is the best racing game 



E hat magazine, well worth buying. 
Anyway, on to what I’m writing for. 

It has to be said that Derek 
Mugridge’s letter in issue 3 was right. 
Let’s face it, out of all four of the 
Dreamcast release titles, which ones 
are good and also original? The 
answer: none of them. Okay, I have to 
admit Sonic Adventure does look 
good, but isn’t it just a glorified copy 
of Mario 641 Is it only Nintendo who 
can create original games? In the long 
run even Rare copy Nintendo’s 
games. You wait, not long from now 
you’ll soon be seeing games that copy 
Zelda 64, just as so many copied 
Mario 64. It’s about time companies 
started trying something new instead 
of copying the ideas of geniuses like 
Shigeru Miyamoto. I just hope Sony 
don’t make the same mistake by 


out there, having played Gran Turismo, 
FI Grand Prix, Colin McRae etc. There 
is also Virtua Fighter 2, Nights, 
Worldwide Soccer and the rest. I was 
in Dixons, Kingston the other day and 
noticed a stack of Saturn games all 
priced at £4.99. Knowing my brother, 
like me, is obsessed with sports games, 
I thought I'd buy him Olympic Soccer 
(poor graphics - great playability). The 
cashier tilled it in, and the price had 
now dropped to £2.00! After waiting 
ten minutes for her to find the game in 
their huge, bulging stockroom, 
presumably buried under a stack of 
newly arrived Psion Palmtops, I was 
informed of an even greater bargain. 
She had in her arms a Virtua Cop 2 & 
Lightgun package. The price for this 
arcade-perfect game? A hefty ninety- 
nine new pence! This was a brand new 
box, which originally sold for £69.99. 
She told me there were many more 


copying everyone else's ideas when 
they produce the PlayStation 
2/2000/whatever they’re calling it. 

Another thing - I really didn’t know 
who to send this e-mail to. Could you 
possibly get a separate e-mail address 
for the Control Yourself mail bit? Any 
way, keep the quality work up. 

Andy Calvert - Via email 

With regard to the Dreamcast launch 
titles, Pen Pen Tricelon isn’t a bad 
game, and it’s definitely original. It’s 
true that Virtua Fighter 3tb isn't at all 
original, but then there is definitely 
something to be said for sticking to 
tried and tested formulas. 

The fact that your letter has 
appeared on these pages obviously 
means that it arrived at the correct 
destination. 





Saturn jewels to be had at dumb- 
strikingly-low prices in the back. I gave 
her five quid and almost felt guilty as 
she handed me my change. We’ve all 
had a good laugh at the Saturn’s 
expense and the mountain of shite that 
has resulted (which may soon be 
looked at as the eighth wonder of the 
world). However, if these Sonically low 
prices become more widespread, 1 feel 
sure that the Saturn could well become 
a worthy second console to many 
owners of superior machines. 

David Furst - Surrey 




0 found out where Lara Croft was 
copied from. I was watching the 
classy Japanese film The Hidden 
Fortress’ the other day, and I noticed 
that the heroine of the film (made quite 
a long time before Tomb Raider) was 
wearing clothes that I remembered from 
somewhere. Then I saw a haircut that I 
remember, a face that I’d seen 
somewhere else, then I saw... Okay, you 
get the picture - Lara Croft is a 
complete copy of the heroine from The 
Hidden Fortress’, only with breasts 
enlarged by about 200%. 

Aaron Souppouris - Via email 
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“Exactly what happens 
next depends on 
female demographic. It’s 
out there alright, but it 
needs to be more vocal” 


I I I Lara Croft is a difficutt person 

II I to deal with. Skipping over the 

I I obvious jokes about getting 

shot and her obviously not 
being real, Lara would appear to be a 
significant step forward for the fairer 
sex with regard to video gaming - on 
the surface at least. She's super-hard, 
highly intelligent, improbably athletic, 
expert driver, gunsmith, kung-fu master, 
crack shot with any type of weapon, 
deep-sea diver, and as for her body... 
well, let's just say someone at Core 
must have REALLY resented being 
bottle-fed. At last, one would think, we 
live in an age where the last bastion of 
cartoony and escapist fun doesn’t take 


heady days of buying Sinclair User 
magazine in black and white, and 
greeting the monthly letter of complaint 
about the notable lack of wimminfolk 
in our favourite culture/pastime. 

Of course, the issue was a lot less 
emotive back then. Make no mistake 
that the messages were there, with the 
sixteen pixel drawing that was meant 
to represent the damsel in distress in 
every Donkey Kong game, but all in all 
it’s hard to get fired up about a 
centimetre high sprite in cyan and 
black. And that’s exactly why the 
cough mixture hit the fan to such an 
extent when the now-legendary 
Barbarian surfaced courtesy of Palace 


fV\l>IST MiN mwssn rAKV. M'S CUi-N filOM nxuHn 




WHEN in OMliS rc) LmiAiJ l 1 


its cues from Barbie when it comes to 
female characters. So why, as The 
Times noted last Christmas, does Lara 
cause passing women to sneer at both 
game and player? 








■■ 

Having reached the edge of the abyss 
too early, perhaps it would be better for 
us to take a small jump backwards in 
order to get the usual two step run-up 
to the issue. After all, the idea of 
women as princesses to be rescued has 
been drummed into us for no short 
period. You may think yourself a 
seasoned gamer for being able to 
remember MC Mario and the 
Ambassadors of Funk belt out the line 
“Even my ma she thinks I’m crazy/But 
I got to rescue Daisy," but the Total 
CONTROL team can still remember the 


Software. Barbarian was a one-on-one 
beat-’em-up, and one of the earliest 
precursors to games like Soul Edge and 
Samurai Spirits. Two identical Conans 
slugged it out on screen. All hits did 
the same damage except for a powerful 
blow to the neck which earned you a 
clean decapitation and rewarded you 
with an impressive spray of Vanda! 
Hearfs-style blood and a hilarious little 
animation where a goblin dragged the 
body off, contemptuously hoofing the 
loser's noggin aside in the process. 
However, the controversy came not 
from the graphic 8-bit violence but 
from the nearly-naked page 3 lovely 
Maria Whittaker posing on the adverts 
in a swimming costume and looking 
incredibly chuffed about hanging off the 
muscular leg of the main character. So 
fiery did the Barbarian controversy rage 


a more blatant attempt to cash in on the success of Eidos’ other well-known cleavage, Lara Croft? 
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in Samus Arran’s arsenal, followed by 
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for it like a vampire for the jugular. This 
makes it difficult to address the real irony 
of the issue, which is that not only is 
fifteen years of princess-rescuing not 
what the female gamers have wanted, it 
doesn’t seem to be what the male ones 
have wanted either (if Lara’s success is 
anything to go by). 


that Martech just could not resist 
jumping on the back of it by releasing 
Vixen, which saw a scantily clad 
Corrine Russel in Racquel Welch mode, 
whipping dinosaurs in full lipstick and 
eye-shadow(!). Palace for their part 
didn't make the same mistake again - 
time rolled on, and the Princess was 
back in Barbarian 2, this time slaying 
monsters alongside her swarthy lover. 
Although earlier games like the well¬ 
loved 3D Ant Attack and The Rocky 
Horror Show gave the choice between 
playing a stick man or a stick man in a 
dress, this was the first memorable 
example of the princess-rescuing 
industry admitting that women could 
get medieval on yo’ ass too. Maria 
came back for the game as well - this 
time wearing even less! 

And so it was that the video game 
industry began the agonising decade- 
long climb towards the strong female 
character. You don't have to have too big 
an anorak to recall some of the more 
impressive near-misses... Remember 
Blam! Machinehead, which presented us 
with a strong, academic female role 
model and proceeded to stick her in 
bondage gear and cuff her to a nuclear 
bomb? The problem is that male fantasy 
will intrude. Of course it will - the video 
game demographic (i.e. you lot) is 
generally male, so the designers will go 




It’s certainly interesting to compare 
notes with the Japanese. The Japanese 
love their heroines, and have done for 
a long time, so the Eastern market isn't 
quite so heavily dominated by 
dominatrixes with guns. Early games 
released in Japan feature the Master 
System classic Phantasy Star, in which 
a bereaved girl sets out to avenge the 
corrupt monarch who had her brother 
killed. Two thousand years have passed 
in the Algo star system - and ten in the 
real world - and fans are still glued to 
their Sega machines. Similarly, Valis 
put a Samurai movie style twist on the 
'schoolkids get sucked into demon 
world’ premise that we've all seen a 
billion times. (“Look! A Dungeons and 
Dragons ride!") Valis featured two girls 
who are taken from this dimension, one 
becoming a warrior of good and the 
other of evil. However, the first game 
ended with a duel to the death and set 


Schoolgiris feature heavily in the fantasies and 
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Has Lara Croft reached saturation point? Judging by the Christmas sales of TRIll, the answer would seem to be no. Some fans have perhaps gone too far with 'Nude Raider 'pic^ 
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the heroine up on an epic quest of pain 
and righteousness. What this shows us 
is that whether the game is as sublime 
as Phantasy Star (a fifth instalment of 
which is in development for 
Dreamcast) or as awful as the 
tepid series of platform slashers 
that constitute the Valis series 
{pray we never see a Dreamcast 
version), a strong female character with 
a sword and a reason to use it is a 
sure-fire route to a massive cult 
following. Advancement aside, 
however, if there's one thing that our 
formative attempts at well-rounded 
female characters (no bosom joke here 


- we think you can handle it) share 
with their Eastern counterparts, it’s the 
way their roles in the game work. 

Watch your feet now, because 
we’re about to enter the most tangled 
area of this whole mess. You see, 
video games are unique in that most 
of the time the player will go all-out to 
identify with one central character. In 
a film with a desirable female main 
character, a male audience could 
enjoy watching her fall in love by 
placing themselves in the position of 
the man involved. A video game 
affords no such flexibility. Few male 
players want to force themselves to 
have tender feelings of female 
fulfilment or even to put themselves in 
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the role of a woman in love with a 
man, and so the whole argument for 
these female characters being brave 


steps forward for feminism begins to 
come apart at the seams. The 
heroines of Phantasy Star and Valis 
are out for revenge for their brother 
and their friend - and nothing else. 


Deathtrap Dungeon’s Red Lotus kills 
any man why approaches her. Both 
the characters in Resident Evil 2 have 
tender emotions, but only Leon is 
allowed to fall in love - Claire is 


relegated to maternal feelings for 
Sherry. In this way, Lara Croft will 
never do anything more than drop 
hints that she’s available (if a berk 
like Larson has a chance, who 
doesn't?) so that she can skip with 
gay abandon and horrendous violence 
through the lives of everyone 
represented by Bloke With Scruffy Flat 


on the Tomb Raider III TV commercial. 


An unattainable woman may be, as 
Tony Card once said, the most 


desirable, but this is another thing 
altogether. It’s also this simple element 
that pretty much spoils any optimism 


you may have been storing up about 
the advancement issue - female role 
models these women may be (well, 
maybe not in Lara's case), but the 
overall picture is still one of a 


commercial market playing to a male 
audience. Surely in real terms there is 
no real advancement unless games 
start to be programmed either for a 
unisex audience, or towards female 
issues in the way that they currently 
are towards male ones as well. 
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It would be foolish to examine the 
issue without mentioning dating games. 
Dating games are pretty much a 
Japanese preserve. They are essentially 
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point and click or menu driven graphic 
adventures which usually feature a 
varied female cast and a male central 
character. Each woman in the game 
has their own end sequence, and in 
this way the game allows for the player 


back and talk about him, so if he is 
cruel or tactless to one of them the 
others will get to hear about it... and 
form opinions accordingly. 
Furthermore, annoy any character 
beyond their tolerance and they will 




k 





to develop a love interest in any of 
them. The gameplay of these games is 
varied. Some, for example, are little 
more than a multiple-choice question 
game whereby a sequence of correct 
answers reward the player (“Reward" 
in this case means anything from 
touching and romantic dialogue with 
tastefully handled love scenes to out- 
and-out pornography, depending on the 
game in question). Some, on the other 
hand, are complex masterpieces: 

Kona mi’s Tokimeki Memorial (regarded 
by many as the king of dating games) 
features thousands of situations, places 
to take your date and, most 
problematically, a limited ration of 
telephone calls which your character is 
allowed to make in every game turn. 

Cleverest of all, though, is the way 
in which Tokimeki’s women wilt hen 
together behind the main character’s 


set a “Bomb" on you. This is not a 
real bomb, but it’s just as dangerous - 
once set, the player has a limited time 
to butter up the character in question 
in order to “Defuse" it. Allow the fuse 
to run down and it will go off, 
seriously affecting the other 
characters’ opinion of you. 

It's a tricky matter to gauge just 
how “sexist" these games are. 

Obviously the pornographic examples 
such as Timestripper on the PC are 
shamelessly exploitative. However, in 
Sega and Red’s cult classic Sakura 
Wars, the dating itself is only a part of 
the game - it’s woven into an RPG- 
style plot with wargame elements 
which presents us with a huge cast of 
strong, independent and well-developed 
(stop it) characters. Sakura, for 
example, is a noble Samurai with an 
unholy terror of lightning. Maria, 


meanwhile, is an exceptional soldier 
and marksman who suffers from 
painful memories of the Russian 
Revolution. The romantic elements of 
such games, it could be argued, are as 
harmless as a romantic novel; however, 

we must still “Defuse” the fact 



around the principle of a male 
main character who is 
surrounded by intelligent, desirable 
women... and, gameplay allowing, he 
can have ANY of them. Some of these 
games are very popular in Japan 
amongst women - Sakura Wars is the 
single most popular Saturn title of all 
time bar Virtua Fighter 2. The fact 
remains, though, that import-crazed as 
certain members of the Total team are, 
none of us has ever seen a popular 
dating game which features a 
nondescript female character 
surrounded by gorgeous men. 



In the meantime, there’s something to be 
said for beat-’em-ups. Actually there's a 
lot of things, ranging from “Only a fifteen 
hit combo? You need more practice!" to 
“I pressed that but nothing happened!” 
What we’re interested in, however, is 
Miss Chun Li Zhang. The ubiquitous 












While many beat-’em-ups include female characters purely for titillation, Tekken 3 treats them with equality. Both Nina and Mei Ling are 
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Chunners made gaming history back in 
1992 with her silly hair, 

“Strongest woman in the world” 
schtick, and her spinning bird 


'i: . 

^/^• ^'v 

Vi-.'ii-, ''-vfC • 

w.r§^- 

’^■^S^yAhSCjea! 


■ .i '>.:.% 


show-us-your-arse kick. Until then the 
most memorable woman in a beat-’em- 
up was probably the girl in Double 
Dragon who gets punched in the kidneys 
at the start of DDl before being tilled full 
of lead by Williams in DD2. Capcom, 
sadly, have never been one for exploiting 
the female connection except in the most 
obvious sense. After Chun Li we were 


yCf;4gf 


given Cammy in her outfit so tight it 
revealed every contour of her rear. Rose 
from Street Fighter Zero 3 looked like an 
improvement (an austere, dignified 
female fighter), but since then the 
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Saboteur and Rocky Horror. You could choose to play male or female characters 


company have come back with SFZ3 
and SF3, featuring kung-fu kittens in 
fetish clothing and practically no clothing 
at all respectively! 

Since then the situation has improved 
notably; although Virtua Fighter's Pai and 
Sarah came first, Tekken is probably the 
most laudable game in this area. Tekken's 
female characters are not and never have 
been over-sexualised or exploitative. 

There’s a problem with beat-’em-ups, 
though. They exist on a different plane to 
the argument of games being programmed 
around female values and goals (rather 
than just reworking the same old stuff with 
a main character who happens to be 
female) because they don’t follow the 
same rules. RPGs, adventures and survival 
horror games follow the Hollywood 
guidelines - beat-’em-ups have always 
taken their cues from John Woo movies. 

For those who have never seen films 


way. Warrior characters run to their own 
inscrutable schedule which normal mortals 


are not meant to comprehend - did 
anyone else out there find it unsatisfying to 
finish Street Fighter 2 just to be allowed to 
watch Ryu skip the winner's ceremony so 
that he could go and have a cold shower 
and practice a few Dragon Punches? 

(The other problem with beat-’em- 
ups is that Sega would be exploiting 
Sarah Bryant for all she were worth if 
they could convince anyone that she’s 
sexy. But that's by the by...) 
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iKier fiasco 


like A Better Tomorrow and The Killer, this 
basically means that women in beat-’em- 
ups don’t get to do things for love because 
NOBODY in beat-’em-ups tends to do 


Of course, it has to be admitted that 
Lara Croft is a blatant male fantasy 
figure. The Nude Raider affair began 
with a little fan art here and there - 
Web pages playing host to pictures of 
Lara in ways that her creators never 
intended us to see her. Running parallel 
to this was a wild rumour of a code for 
the console versions (at this time no PC 
version existed) that stripped Lara 
completely and let her run around in her 


(aiijigjMih .JiKAivF^i-Li-s n wi.MM\\s ixkks rvii ik < \ is i 


things for love, and even if they do it's for 
the love of an estranged family member or 
a fellow warrior in a brotherly, honourable 


birthday suit. This obviously caught 
someone's imagination, because before 
long the fake screenshots to “prove” the 


Good role models? Michelle Chang from Tekken 2, and Sigourney Weaver reprising her strong female role in Aliens on the Spectrum 
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Cammy from Street Fighter. The reason for her appearance in SF is betrayed by her outfit 


code’s existence were flying. These 
pictures have even been published in 
natural magazines (with strategically 
placed black rectangles) without the 
writers caring to mention that they were 
100% unofficial. It's said that there’s no 
such thing as bad publicity, but nobody 
could deny Core’s gratitude to a large 
number of pure and chivalrous Tomb 
Raider fans whose efforts led to the fad 
eventually dying out for the most part. 
However, the Nude Raider bug is a 
hardy beast, and an ongoing project to 
provide cracks and patches which 
undress Lara in the PC instalments of 
Tomb Raider just will not die. 

In the long run, one or two things need 
to be said in Lara Croft’s defence (yeah, 
like she couldn’t defend herself). Yes, she’s 
exploitative - if she weren’t then she 
wouldn’t need to be posing with her bum 
out in the Tomb Raider ill guidebook, and 
her fans wouldn’t have been clamouring to 


she doesn’t constitute a step forward. It’s 
quite plausible that many of those who 
laugh and point had better things to do ten 
years ago when others were tinkering with 
their Spectrums in a vain attempt to get 
Android Two to load, and therefore don’t 
realise just how far we’ve come. 



So, is it going to happen? Exactly what 
happens next depends on the female 
demographic. It’s out there alright, but it 
needs to be more vocal if it’s going to 
avoid another ten years of being 
consigned to Puzzle Bobble while the 
blokes go off to shoot zombies and 
examine nicely rendered derrieres. The 
potential exists too - can you imagine an 
advertising campaign for the forthcoming 
Tomorrow Never Dies which attempted 
to sell the game by getting women to go 
gooey over Pierce Brosnan in the way 
that men go loopy over Lara? Hard-core 
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auction off the chair in which her real-life 
counterpart had sat and left a sweat mark 
(that costume’s made of rubber, folks). On 
the other hand, while it's ridiculous to raise 
Lara aloft as a totem of feminism, it’s 
equally ridiculous to deny point blank that 


2D gamers are often heard to scoff at 
Sony for making video gaming into 
something mainstream and mass- 
market, but if the new culture of 
consoles that has evolved since the 
PlayStation's launch pulls in ladies that a 



short while ago wouldn't have been seen 
dead near a joystick, and that in turn 

creates a sales area that the 
mainstream will want to go 
after, then something genuinely 
fantastic will have been achieved. 

Total CONTROL, of course, welcomes 
all intelligent and thought-provoking debate 
on the subject... but anyone who pesters 
us for those Nude Raider programs will be 
hunted down. You’ve been warned. TC 
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You would not necessarily think of a Nintendo game as being sexist, but why is Princess Zelda always placed in such a submissive role, 





















































































































mm 




.%T-““'-. '/ 'y,^=-'^-- -3 
):rf."M"...'., ,H'U 1= -'r 










W§^:., 




'siii'rMm;,. 


mi 

• 11 • .* • ■ * p I ■ 










s' *JVr n - .Tm '* . • ‘,*/,; i,;, JIV*"* "■ 
h A f ■ ‘i ‘T» Vz “i Y*' "'n^ 

my00M 


Vi'iif-J' 

I'^U-I- 


s.'.vli*.*-. 


■•y ,!■! iV.-'p" 










The evil 


may have come and gone on the PlayStation, 

but PC oiAiners are about to hear their hard-drives scream 



FORMAT 

PUBLISHER 

DEVELOPER 

STYLE 

RELEASE 

PRICE 

PUYERS 

PROCESSOR 

MEMORY 

OISK SPACE 

30 ACCELERATOR 


PC 

Virgin Interactive 

Capcom 
3D Adventure 

Feb 

£TBA 

One 

P1S6 P200 
24MB 32MB 
550MB 
Optional 


ast year, Resident Evil 2 
stunned the PlayStation world. 
Its horrific visuals and 
disturbing acoustics gave it a 
John Carpenter type feel, which 
subsequently led to an 18 rating. The 
PC version looks set to continue the 
notoriety of its console counterpart, 
which, theoretically, is good 
news for PlayStation owners 
too “ maybe now they’ll get 
some peace... 

So what of the story? Welt, like the 
PlayStation version, the macabre tale 
carries on from the original game, as the 
Umbrella Corporation continue their 
deplorable bio-experiments with the 
mutagenic T-Virus. Obviously, being your 
stereotypical evil scientific bunch of 
reprobates, they're not really interested 
in genera! safety, and so the whole of 
Racoon City has been transformed into a 
kind of giant Zombie playpen. New 
protagonists, Claire and Leon, 
accidentally wander into this torrent of 
mutated city folk, and so endeavour to 
shoot their way through these rasping, 
moaning hordes while trying to figure 
out what the hell is going on. 



Time for your medicine, 
Dr Jekyll 

The graphics appear to be slightly 
improved on the PC, and in fact they 
look very reminiscent of the Alone in 
the Dark series of games. Naturally, 
the PC version looks far more 
impressive than the blocky 



can expect more of a 'Station type 
resolution. But Capcom are upbeat 
nonetheless, and are aiming for 
identical gaming experiences 
whether your PC is accelerated or 
not. Clearly, this will be impossible, 
but in terms of actual gameplay it’s 
looking hopeful. 



PlayStation effort, and that's to be 
expected, although if you are 
planning on running RE2 without a 
‘poke-your-eyes-out’ 3Dfx card, you 


Enmeshed in the proceedings are 
a series of simple puzzles, so it’s 
not just a case of running forward 
and shooting the testicles off every 



If it’s not zombies eating your mates, it’s helicopters crashing into walls behind you 
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ALL YOU GOOD. 


Leon is the naive rookie 
cop. He can be reckless 
and brash, but his 
sense of humour 
makes him a very 


at the nick. It’s a ^ 

shame then that ail M 

his colleagues have 
been turned into ^ 
mush. Who's going to 
listen to his hilarious gags? 

Hold on a minute, 

who’s this...? 


■.A Claire 

^ Born with a plum in 
her mouth, this 
articulate, modern 
woman is intelligent 
' and optimistic. She is 
also very attractive and 
retains very feminine 
qualities. (Wonder what they 
could be?) She is also kind 
to children and animals. 
Aaaaah... That's nice! 



Considering that most of your time 
is spent running around like a chimp 
being chased by a Chipperfield, the 
control interface has to be accurate. On 
the PlayStation it couldn't have been 
simpler -■ there were circles, squares, 
triangles, and crosses to help us along. 
Thankfully the PC has adopted a similar 
ergonomically friendly control method. 
Apart from the direction keys, you have 
a run key, shoot key, and action key. 
Pressing the action button performs a 
range of moves including opening 
doors, running up or down stairs, and 
searching an area. It's an interface that 
has been specifically designed for ease 
of use, and one that will hopefully 
ensure that the smooth, film-like sense 
of ‘being there’ remains intact. 

One other notable feature hoping to 
make this frightener stand out from the 
crowd is the separate CD for each 
character. At the start of the game a brief 
intro introduces us to Leon (The Zombie 
Farmer) and Claire (slightly rounder 
norks than Lara) and then, depending on 
who you play as, the game goes off in 
two totally separate directions. Basically 
RE2 contains two quests, so as far as 
value for money and longevity goes, it 
shouldn’t be found wanting. 


Sound city 

The final mention has to go to the sound. 

If you’re one of these lucky people that 
have their PC rigged up to some kind of 
super woofer, kick-ass sound system, you, 
my friends, are in for a very torrid time. 
The sickening moans and cries of the 
mutants, plus stunning orchestral sound 
effects, creates an awesome atmosphere 
throughout the whole experience. Make 
sure your washing machine's free because 
your underpants are going straight in. 

So, it all looks and sounds pretty darn 
good really. All we have to do now is wait. 
But it won't be for long - the evil is close 
- closer than you think.., TC 


Do you reach for your 
shotgun or your fire 
extinguisher? Life as a 
member of S.T.A.R.S. is 
full of decisions 


mutant you see. At some points you 
will need to find pass cards to go 
through locked doors, and you even 
have to find an ink-ribbon to use a 
typewriter in order to save the 
game. Hmmm... nothing's easy in 
Racoon City, especially when bullets 
are in short supply and most of 
them are guarded by slavering ex¬ 
policeman (or are they just part of 
the London Met?) in the city's 
shattered Police Headquarters. 




Resident Evil 2’s camera angles are occasionally obtrusive, constantly changing, and always, but always, cinematic 



Totally immersive and scary 
environment Should hopefully be 
the closest thing yet to a horror 
film on the PC. 


Shooting wave after wave of 
zombies is not everybody's idea of 
fulfilling gameplay. 


If you enjoyed the PlayStation 
version, you will undoubtedly enjoy 
the PC version just as much. 
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Psygnosis have been fairly quiet over the last few years, 

but there are several great-looking titles in development. 

Might Rollcage be a sign of good things to come? 




FORMAT 


PUBLISHER 


STYLE 


RELEASE 


PRICE 


PUYERS 


ANALOGUE 


DUAL SHOCK 


PlayStation 


Psygnosis 


DEVELOPER Attention to Detail 


Futuristic Racing 

March 


£39.99 


1-2 


Yes 


Yes 


MEMORY CARD 


One Block 


sygnosis are one of the veteran 
names in the computer games 
industry. However, their back 
catalogue stands as a 
testament to the high and low points of 
their colourful past. The WipEout series 
on PlayStation, PC and N64, has been 
the most successful in their history, 
and it’s not hard to see why. Rollcage 
does have a lot in common with that 
game on paper; the graphics are 
absolutely gorgeous and incredibly fast 


and smooth, you drive a futuristic 
vehicle, and with the help of speed 
boosts and weapon power-ups you 
engage in a hectic race to the finish. 

Anti-gravity 

The game itself plays very differently to 
Psygnosis’ aforementioned classic for 
one very big reason. The futuristic cars 
that you drive here have very little in 
common with almost every game you 
might try to compare it to; they are 


capable of scaling the surrounding walls, 
and even travelling upside down if you 
are going fast enough. If you don’t 
manage to pick up enough speed 
beforehand you could lose your grip, but 
because of the design of the cars, if you 
fall and happen to flip over through 
180° you can continue to drive upside 
down with no difference to the handling. 
The only problem with the versatility of 
the cars is that it can sometimes 
become difficult to tell the front of the 




Every league is built up of 3-4 races, with each race taken from one of four scenarios. The later leagues are the more complex 
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Choosing your character on the hard setting is very innportant, not just because of who you are, but because of who you are racing 


The lighting effects are very 
nice for the PlayStation, and 
the game has a very long 
draw distance 


hugely important and is perhaps the only 
part of the game that I would want 
changed for the final version. Because of 
the varied terrain, (concrete, mud, grass 
etc.) and tne presumably intended 
accuracy of the cars’ steering, moving 
from one terrain to another can send 
your vehicle flying through the air at the 
wrong angle. It's also far too easy to get 
into a skid, and too time consuming to 
get out of one. On the hard setting (and 
much like WipEout) you cannot afford to 
make more than a few minor mistakes if 
you are going to win. This increases the 
game life immensely and is something 
that I would want to keep in. But with 
this difficulty following straight on from 
the easy setting, the addition of a 
medium difficulty mode would improve 
the learning curve to perfection. 

The code sent down seemed to be 
very close to a final version, and even 
as it is this would probably be a very 
high scoring game, but if Psygnosis 
pull out the stops and make a few 
minor adjustments before its release, 
Rollcage could turn out to be 
something really special. TC 


if*". 


THE FiUST SAME THAT HAS flEALtY MADE 


FEEL THERE IS AM AURA OF IWDIVIDUALITY ABOUT THE OTHER CARS 


this. With regard to the style of game, 
health meters would have been a poor 
choice for Rollcage, particularly as 
crashes are sometimes beneficial to your 
race effort. Many of the buildings have 
noticeable supporting structures along 
the outside ~ by steering your car in their 
general direction they can be removed, 
sending the building crashing down on 
the chasing pack. Weapons can also be 
found that can be fired only at buildings, 
and although the speed of the game 
prevents it from becoming too strategic, 
the atmosphere it creates is incredible. 
Not only must you concentrate on 
avoiding enemy cars and their missiles 
and stay on the road, but you also need 
to avoid falling debris from gun fights up 


error, misjudging corners, landing 
badly, using a speed boost which sends 
them skidding into an explosive 
building etc, etc. That’s not to say that 
the Al is bad, though. True, the easy 
option on our preview CD was 
completed in under an hour, but it soon 
becomes more challenging very quickly, 
and it’s not because of the lack of CPU 
errors, it’s more to do with them having 
an identical speed to you; if they make 
no errors and neither do you, the car 
that wins will be the one with the 
predetermined highest speed, chosen 
before the race. 

There are six vehicles to choose from, 
and the differences between are 
significant. The handling of your car is 


The starts can be predictably hectic 

car from the rear. This idea gives rise to 
some very weII-designed maps featuring 
tunnels with speed boosts on the ceiling 
and moving trains that will hit you head 
on if you stay flat on the ground. It 
works fantastically, although you do 
need to spend a fair bit of time getting 
used to it. Obvious problems could be 
associated with the camera which 
follows your car as you spiral around the 
roof of a tunnel ~ it can get a bit 
disorientating at times, but it looks great 
if you manage pull it off properly. 

With the speed of the race being as 
high as it is, crashes are frequent 
occurrences, but the cars have no 
damage scale and remain unaffected by 


ahead. With so much happening on 
screen this is a fabulous technical feat, 
and it is achieved at a speed that builds 
up to reveal an enormously tense and 
hectic racing game. 

Silicon minds 

In other futuristic racers the Al has 
never been notably impressive, with 
most having an opposition that 
follows what seems like an almost pre¬ 
determined course. Rollcage is 
perhaps the first game that has really 
made me feel that there is an aura of 
individuality about the other cars. This 
is something that is not so much due 
to the fact that they alt actually have 
their own specific Al, it’s just nice to 
see a CPU car making a ridiculous 
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Set in World War II, this complex 3D strategy game from Czech developers 

Illusion Softworks should test your skills to the limit. 



FORMAT 


PC 


PUBLISHER Take 2 Interactive 
DEVELOPER Illusion Softworks 


STYLE 


Ac tio n/Strategy 


RELEASE 


May 


PRICE 


£39.99 


PLAYERS 


1^ 


PROCESSOR 


Pg33 P350 


MEMORY 


16.Me 32MB 


DISK SPACE 


TBA 


30 ACCELERATOR 


Required 


I i I ^ Dangerous is the 

name of the game, and it’s 
I I I also a good description of the 

- ” characters that you play in it. 

This innovative and ambitious project, 
from the little-known Czech Republic 
development house Illusion Softworks, 
seeks to recreate in accurate detail 
and realistic 3D the missions of 


behind-the-lines commandos during 
World War II, In general style the 
game can be thought of as a cross 
between the tactics of Eidos's 
Commandos: Behind Enemy Lines 
and the graphics of Red Storm's 
Rainbow Six, but upon closer 
inspection Hidden & Dangerous is 
very different from both of these titles. 


Programmed 
for adventure 

Hidden & Dangerous uses a cleverly 
designed interface to enable the 
player to control a team of four 
commandos in real-time and 
co-ordinate their actions so that 
complex and carefully timed missions 
are possible. The interface includes 













The Czech and Slovak republics have been on the receiving end of two world wars, so I guess they’d know all about the subject 
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The powerful 3D graphics engine was written specially for this game and 
contains many advanced features not found anywhere else 


an innovative and easy-to-use action 
sequencer, somewhat similar to the 
MIDI sequencers used by musicians, 
which is used by the player to 
program the actions of the team. 

They can be ordered to move to 
locations on a map, guard areas, 
attack targets and defend themselves, 
and the sequencer ensures that all 
their movements are co-ordinated in 
line with the tactical plan necessary 
to complete each mission. Of course 
it is possible for the player to control 
each commando individually, jumping 
into either a first or third-person view 
of each character as they move 
through the 3D environment. The 


genuine three-dimensional rain and 
volumetric mist. The technique they 
have developed for fire and 
explosions is particularly spectacular. 
The overall effect is to create a 
realistic and immersive environment 
which draws you into the tense 
atmosphere of the missions. 

Getting it right 

Of course, the best graphics engine in 
the world would be wasted if the 
gameplay was inadequate, but as 
much effort has been put into 
designing the missions as into 
programming the game. The twenty- 
five missions in Hidden & Dangerous 


similar to the superb Thief: The Dark 
Project from Eidos. Once alerted to 
your presence, the enemies will react 
in a realistic manner, sounding the 
alarm and attacking, and generally 
making your life as miserable and as 
short as possible. It seems that 
‘stealth’ is becoming a new buzzword 
amongst games developers, and from 
what we have seen so far, Hidden & 
Dangerous is a fine example of how 
well this can be implemented. 

Dream of it 

The extensive range of features sported 
by this game are rounded off with a 
selection of multiplayer options. Four 


THERE ARE SIX SEPARATE SCENARIOS SET IN OIFFERENT LOCATIONS, ALL BASED ON ACTIONS WHICH 

HAPPENED OR WERE PLANNED AS COMMANDO MISSIONS DURING THE WAR _ 



game is not simply a 3D action game. 
It has strong elements of stealth and 
tactical planning, and the advanced 
enemy Al means missions will always 
be a challenge. 

On the level 

The graphics engine powering the 
game has been specially developed 
by Illusion Softworks for this game 
and includes all of the standard 
features found in other 3D action 
games such as Quake II or Half-Life, 
as well as many unique points of its 
own. The extremely targe level maps 
on which the action takes place are 
complex and multi-layered, including 
buildings, tunnels, realistic trees and 
undergrowth, and driveable vehicles. 
The draw range (the apparent 
distance from the viewpoint to the 
limits of visibility) is especially 
impressive, and is superior to many 
other games on the market. Special 
graphical effects include realistic 
water, particle system smoke and 
steam, and weather effects such as 


have been written to give the game a 
series of contiguous storylines in which 
one mission leads on from the next. 
There are six separate scenarios set in 
different locations, alt based on 
actions which either actually 
happened or were planned as 
commando missions during the war. 
The developers have spent many 
hours on exhaustive research, talking 
to veterans and historians to make 
sure that the details of the game are 
accurate, from the weapons and 
vehicles of the period right down to 
the insignia on the uniforms. 

Stealing in 

One of the main challenges of the 
game will be trying to outwit the Al 
programming of the enemy soldiers. 
They all have realistic fields of view 
which are affected by such factors as 
searchlight beams and even reflections 
in other surfaces. Sounds can also give 
you away, so you will have to be 
careful to move as quietly as possible. 
In this manner the game is somewhat 


players can take control of a 
commando each and take part in 
missions together. It was not made 
clear to me just how players would 
co-ordinate their actions as completely 
as the movement sequencer in the 
single player game, but the possibilities 
are interesting. Perhaps a system of 
pre-set messages on hot keys? 

There is also a suggestion that the 
game may be adapted for the 
Dreamcast console, in which case the 
multiplayer options, with four players 
on one screen, would make rather more 
sense. Hidden & Dangerous is due for 
release in late April or early May, and 
should prove to be a big hit. TC 




World Wan II vehicles and 
buildings are modelled with 
a high degree of accuracy 
and realism 
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Rare have one of the most envied reputations in the industry, 

so when they release a new game, everyone sits up and takes notice... 








Jet Force Gemini pits your wits and 
your trigger finger against the evil 
tyrant Mizar and his evil Insectoids 
in an epic adventure over many 
different worlds. Help Juno, Vela 
and Lupus save the entire galaxy 
from interstellar war 


F——.. 


FORMAT 

N64 

PUBLISHER 

Nintendo 

DEVELOPER 

Rare 

STYLE 

PPG 

RELEASE 

May 

PRICE 

£TBA 

PLAYERS 

1-4 

RUMBLE PAK 

TBA 

MEMORY PAK 

TBA 

EXPANSION PAK 

TBA 


f you were to name the best 
five games available for the 
Nintendo 64, I would bet you 
a modest sum that at least 
three of them would be developed by 
Rare. With titles like Blast Corps, 
Diddy Kong Racing, Banjo-Kazooie, 
and of course the brilliant Goldeneye, 
Rare have done more for the 
popularity of the N64 than anyone 
except Mario himself. They have a list 
of great games lined up for release 
this year, including Twelve Tales: 
Conker 64, Conker’s Pocket Tales for 
the Game Boy, and the eagerly 
awaited Goldeneye follow-up Perfect 
Dark, but first on the release schedule 
for 1999 is a stunning new 


action/RPG adventure called Jet Force 
Gemini. A video loop of an early 
version of the game was unveiled at 
the E3 show in Atlanta last May, and 
caused a sensation. Press comments 
were enthusiastic, with some people 
describing it as the best game they 
had ever seen. 

Heroes and villains 

The storyline is classic space-opera, 
and could almost start with ‘A long 
time ago, in a galaxy far, far away...’ 

The evil tyrant Mizar and his alien 
insectoid hordes are sweeping 
through space like a plague, blasting 
from system to system and 
conquering new worlds by the day. 


Watching the unfolding tragedy from 
their headquarters in a nearby galaxy 
(I love the idea of another galaxy 
being ‘nearby’!) are the Jet Force 
Gemini team of Juno and Vela, and 
their faithful dog, Lupus. Naturally 
they are worried about the 
approaching interstellar war, but their 
warnings to the authorities in their 
own galaxy go unheeded. Finally, 
when their own friends and allies are 
captured and enslaved, our three 
heroes decide to take matters into 
their own hands, and set off on the 
adventure of a lifetime, determined to 
destroy the evil tyrant and liberate the 
entire galaxy. Now that’s what I call 
an ambitious mission! 
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It’s always refreshing to see a British company doing well in an international market, but few success stories can match Rare, the software company behind 
some of the best titles on the Nintendo 64 console. Based in a beautiful country farmhouse near Twycross in Staffordshire, they have been an independent 
developer since 1986. They began creating games for the N64 in 1996 with a conversion oiKIGold. In 1997 they released a trio of brilliant games which made 
their name, specifically Blast Corps, Goldeneye 007, and Giddy Kong Racing. 1998 saw the appearance of the highly acclaimed Banjo-Kazooie, and this year 
they look set to repeat that success with Jet Force Gemini, the provisionally titled Twelve Tales: Conker 64, and Perfect Dark, a keenly anticipated game from 
the team responsible for Goldeneye 007. 


Last year Rare won the new BAFTA Interactive Entertainment Award for deveioper of the year, and Goldeneye 007 won the best game award. With the 
forthcoming titles due out this year, they could be set to repeat this performance again. 



Upon reflection 

Jet Force Gemini combines the 
styles of a space-blasting shoot- 
'em-up and a multi-character role- 
playing and puzzle-solving game, 
with stunning 3D environments the 
like of which have never before 
been seen on the N64. Newly 
developed graphics techniques will 
enable the game to feature real¬ 
time sourced lighting effects and 
realistic dynamic reflections in 
surfaces like water and glass. In 
combat, the heroes have a vast 
arsenal of spectacular weapons, 
each with its own awesome special 
effects, such as massive shockwave 
explosions. 


To give you some idea of what to 
expect, the stunning screenshots on 
these pages are all taken in-game. As 
you can see, the artistic design is 
well up to Rare’s usual high 
standards. The level design, as well, 
bears the Rare hallmark of quality. 
This will not just be another game of 
'shoot the bad guy, find the key, open 


the door’. Instead there are cleverly 
designed puzzles and obstacles to 
challenge the player, involving highly 
advanced artificial intelligence 
programming to make the enemies as 
realistic as possible. 

You’ve got character 

The game is spread over many 
different environments on many 
different worlds, following Juno, Vela 
and Lupus’ quest to find Mizar's lair 
and confront him. All three characters 
will have different abilities, and the 
huge levels are designed in such a 
way that one character alone cannot 
solve them. To get through you have 
to jump from one character to the 
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next, so that even Lupus the dog gets 
to be a hero. In fact, with his rocket- 
powered flying boots and a battery of 
weapons to match either of his 
companions, he is a mutt to be 
reckoned with. There is also another 
character called Floyd the Droid, who 
follows our heroes around offering 
helpful advice, but who can also be 


played as a character in some levels, 
and by a second player in the special 
two-player co-operative mode. Jet 
Force Gemini wilt have several 
multiplayer modes, the details of 
which are being kept secret at the 
moment, but you can bet they will be 
something special. There will also be 
many secret bonus levels and hidden 
characters to find along the way, 
including at least one visitor from 
another popular Rare game... 

Blast to the top 

With Rare's reputation for the highest 
quality games, and the undoubted 
graphical capabilities of the N64 
console. Jet Force Gemini promises to 
be a stunning game. There is 
currently a gap in the Nintendo 
line-up for a really good purpose- 
built alien blasting action game, and 
this one fits the bill with precision. 

With multiple characters, challenging 
puzzles and superb graphics, it could 
prove to be one of the best games ever 
released on the N64. It won't be in the 
shops for about another three months 
yet, but we here at Total CONTROL 
will be counting the days. TC 



The amazing lighting effects programmed into Jet Force Gemini push the technology of the Nintendo 64 console to new heights 



There are many different 
characters to play in Jet 
Force Gemini, some of whom 
are secrets even we don’t 
know about 



S 


• Stunning visuals, great soundtrack 
and brilliant gameplay - everything 
we have come to expect from the 
maestros of Rare 



• A minus point in a Rare game? 
You're kidding, aren’t you? 



Could be the best game of the 
year - until Perfect Dark comes 
along, anyway. 
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The majority of today’s biggest RPGs seem to originate 
on the consoles, but Infogrames are currently finishing 
one very big exception to that rule... 
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FORMAT 

PC 

PUBLISHER 

Infogrames 

DEVELOPER 

In-House 

STYLE 

RPG 

RELEASE 

March 

PRICE 

£39.99 

PUYERS 

One 

PROCESSOR 

P166 

MEMORY 

32MB 

DISK SPACE 

TBA 

3D ACCELERATOR 

Optional 


he RPGs of old were 
traditionally themed around the 
idea of Dungeons and Dragons, 
but since Final Fantasy VII 
things have changed a bit. Recently 
RPGs have found themselves revelling in 
and around the sci-fi setting; the power 
of technology versus the power of the 
mind - that sort of thing. The new look, 
pre-rendered background has proved to 
have far more universal appeal than the 
usually bland isometric look. 

Infogrames are getting close to 
launching what will surely be one of 
their biggest games of 1999: Silver. 
Taking inspiration from both old and 
new RPG schools. Silver is the PC's 
answer to Final Fantasy VIII, and it 
looks like Square could have much 
more competition on their hands than 
they might have first imagined. 


Shine on 

Set in the magical world of Jarrah, 
Silver takes its name from the main 
enemy in the story. You play David, a 
budding young warrior who sets out on 
an epic search for his wife, kidnapped 
along with the other women from his 
village by Silver, a powerful and evil 
sorcerer looking for a suitable spouse. 
As with all the best RPGs, the team 
behind the game have no intention of 
revealing too much of the plot before 
you've even begun, but a rich and 
gloriously epic story has been 
promised. The team has obviously 
studied Final Fantasy VI I - both titles 
share a lot in common. The game is 
played by moving through a series of 
pre-rendered scenes, fighting the 
occasional enemies, and engaging in 
stimulation conversation with the many 


eccentric people you meet on your 
travels. Any RPG worth its name needs 
to have some element of magic in there 
somewhere, and Silver is no exception. 
Much like FFVII, magic is divided up 
into elements (fire, ice, water etc.), and 
as you progress through the game each 
increases in strength, and also in 
extravagance. Some of the people you 
meet may want to follow you for a 
variety of reasons - up to seven can 
join your team, although only three will 
be on hand at any one time. 
Understandably, the game must be 
sounding more and more like Square's 
record selling game, but it is at this 
point in the preview that the 
differences become apparent. Luckily 
(or unluckily for some) they are 
significant enough to make the two 
games very different. 



TTie characters are usually very small, which makes the environments appear to be much more spacious than those in similar games 
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Silver surfer 

Many of the RPGs that have followed 
FFVH have moved away from its 
combat system, often adopting a semi 
real-time mode instead. Silver uses a 
completely real-time combat system, 


mouse in a particular direction will 
perform a certain move (forward to 
stab, side to swipe etc.), making 
combat suddenly seem far more 
involving, yet it is this defining twist to 
the game that could place it in danger. 


WHBlHm OR mot YOU TREAT THIS AS A PURE RPO OR AN ACTION HYBRID 
STILL A SUPERB GAME - 


IT IS 



which changes the whole style of the 
game to such a point that any other 
similarities it shares with other RPGs 
are barely evident at ail. The whole 
game is played using only two mouse 
keys and the Ctrl button on the 
keyboard - when holding Ctrl, the left 
and right buttons become associated 
with attack and defence moves. 
Holding one and then moving the 


Die-hard RPG fans would argue the 
RPG combat should be determined by 
statistics rather than reactions and 
player's skill. It’s a difficult call to 
make, but whether or not you treat this 
as a pure RPG or an action hybrid, it is 
still a superb game » simple to use, 
easy to play, and highly entertaining. 

All of the conversations in Silver 
are carried out using speech, which is 


■ / 


a very impressive feat considering the 
size of the game. Coming on only two 
CDs, the promise of at least 40 hours 
completion time for those who know 
exactly what to do should come as a 
relief - there is a lot of game here. 

It’s been squeezed onto 
the two CDs by avoiding 
the use of space¬ 
absorbing FMV. The cut 
scenes in Silver are performed in 
real-time in a style similar to the old 
point and click adventures. They may 
not be as graphically impressive as 
those in similar games, but it's the 
story that counts, right? 

Silver is shaping up to be one of 
THE games to own on the PC during 
1999. The telling point of any RPG is 
in the story, however, and over the next 
month we’ll be uncovering as much of 
it as possible before our full review, TC 



You can take control over a 
different character at any time 
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The first game to be written for the 


PC DVD-ROM is almost upon us. 

Take a trip through the solar system in Lander, from Psygnosis... 


INFORMATION 


FORMAT 

PC 

PUBLISHER 

Psygnosis 

DEVELOPER 

Magenta 

STYLE 

Space Sim 

RELEASE 

Out Now 

PRICE 

£39.99 

PUYERS 

1-16 

PROCESSOR 

P166 P233 

MEMORY 

32MB 

DISK SPACE 

390MB 

30 ACCELERATOR 

Required 


f you read the last issue of 
Total CONTROI, you now know 
everything worth knowing 
about DVD. You went out and 
bought the latest DVD player, a dozen 
or so top movies to watch on it, and a 
Dolby Digital audio system to get the 


best sound out of them. We bet you're 
well chuffed. But now, with the tattered 
remains of your credit card, you’ve been 
and bought a DVD-ROM drive for your 
PC, and you can’t find a damn thing to 
play on it, can you? Well you won’t 
have to fret for long, because Psygnosis 




From Mars to Titan, you’ll find yourself flying in some very unusual environments 


are coming to your rescue with the first 
ever game written specifically for the 
new format, complete with MPEG-2 
video and a full Dolby 5.1 soundtrack. 
We’ve seen the game, and we think you’ll 
be glad you filled that extra drive bay. 

The grand tour 

Lander takes you on a tour of the many 
worlds that make up our solar system, 
pitting your piloting skills against dozens 
of different environments and gravity 
fields. Set in the year 3032, the giant 
interplanetary spacecraft Drake’s 
Exception is setting off on a once-in-a- 
lifetime round trip taking advantage of a 
unique alignment of all the planets from 
Mercury to Pluto, giving scientists, 
explorers and tourists alike an 


2 ^ 
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Balancing your ship on a colunnn of plasma fire is a hell of a way to fly. but once you get used to handling the controls you'll be able to do aerobatics in your lander 


unparalleled opportunity to witness a 
very special event. As the owner and 
pilot of a commercial planetary landing 
craft, this represents a valuable business 
opportunity. There are jobs to be done 
on every world, and your versatile craft 
is sure to be in demand. This is the 
story that launches you on your way, but 
as with all good adventures, there is 
more going on than first meets the eye. 

The high frontier 

The solar system of the early 31st 
Century is a very different place from 
today. Many of the larger moons of the 
gas-giant planets have small colonies and 
industrial installations, and visiting these 
makes up a large proportion of the thirty- 
plus levels in the game. Obviously these 


remote outposts cost a major fortune to 
set up, so they are maintained by huge 
corporations who hire your services 
during the voyage. Missions include 
salvage, search and destroy, and 
exploration. You will have to fly your 
lander both above and below the surface, 
venturing into tunnels and buildings in 
ever more difficult circumstances. As the 
voyage progresses through the system, 
the planetary environments become 
harsher and the missions become more 
challenging, but if you pay attention to 
the information available on bulletin 
boards and broadcast news, and read 
between the lines of your mission 


briefings, you may be able to pick up 
clues as to the real purpose of the 
Drake's Exception mission. 

Sound investment - 

Taking its inspiration from the classic 
science fiction movie 2001: A Space 
Odyssey, the hidden plot of Lander 
involves the discovery of an ancient 
alien artefact, bearing clues to 
something even more mysterious lying 
at the edge of the solar system, 
which all the superpowers, both 
political and commercial, are 
extremely keen to get their hands on. 
Despite the fact that they don’t 
understand what they are dealing 
with, they are sure that the artefact 
holds the key to supreme power, and 


so your fate becomes inextricably 
entwined with their quest. 

The story unfolds with the help of 
stunning FMV sequences, produced to 
take full advantage of the capabilities of 
the MPEG-2 format. For the DVD 
version of the game, it will be well 
worthwhile investing in a Dolby Digital 
soundcard and a decent set of speakers 
for your PC. We were fortunate enough 
to be shown a demo of the game in 
Dolby Laboratories* private cinema, 
which, as you can imagine, boasts one 
of the world’s finest sound systems. The 
soundtrack of the game, combined with 
the high quality animation of the cut 


scene FMVs, provided an awesome 
experience, comparable with the latest 
feature films. You just can’t get quality 
like that from a CD. 

If you can walk away... 

In terms of nuts-and-bolts gameplay, the 

flight mectianics of Lander recapitulate 

^ * 

some forgotten classics from many years 
ago, such as Lunar Lander and Thruster. 
Your landing craft is mainly powered by 
a vertical-take-off rocket motor, so flying 
it is a matter of balancing the craft on 
the downward thrust of this engine and 
controlling the vector of forces in such a 
way as to achieve controlled flight. This 
is not as easy as it sounds, and it will 
take a lot of practice on the training 
missions before you become an expert. 

If it takes you a while to get the 
hang of it, take heart ~ at the 
demonstration of the game at 
Dolby Laboratories, some members of 
the development team showed us that 
they could do with a bit more training! 

The lander craft is equipped with a 
tractor-beam towing device which allows 
you to pick up objects and carry them 
off. When a heavy object like a downed 
satellite is dangling from the underside of 
your craft, it affects the handling in a 
realistic fashion, which will make the 
game even more challenging. 

The development of Lander marks a 
major step in the history of computer 
games, and we are going to be fitting a 
DVD-ROM drive to the reviewing PC in 
anticipation of its release. TC 
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It’s been just over a year since the first Uprisina was released 

to widespread critical acclaim, so it’s 


high time for it to rise again 







FORMAT 

PUBLISHER 

DEVELOPER 

STYLE 

RELEASE 

PRICE 

PLAYERS 

PROCESSOR 

MEMORY 

DISK SPACE 

30 ACCELERATOR 


PC 
UbiSoft 
Cyclone Studios 
3D Strategy 
March 
£39.99 
1-8 

P i SB P200 
3PIVIB 48MB 
300MB 
Optional 


year ago, UbiSoft released a 
game which took everyone a 
bit by surprise. Computer 
games had been getting a bit 
stale for a while, with every new 
release slotting neatly into its expected 
genre. Real-time strategy games were 
all the rage on the PC, and to tell you 
the truth I was getting heartily sick of 
them. I was all set to offer a bounty on 
the developers of the next Command & 
Conquer clone, when along came 
Uprising, It was new, it was different, 



and it was very good. The game 
borrowed elements from the real-time 
strategy genre, but added the radical 
new twist of a first-person viewpoint. 
The game certainly deserved to do a lot 
better than it actually did. It was - and 
still is - a highly original and very 
playable game. I think that it was only 
the release a couple of months later of 
Activision’s superb Battlezone - a game 
which was of a similar style- which 
prevented Uprising from achieving the 
sales it deserved. 


Trichy problem 

Uprising 2: Lead and Destroy is 
Cyclone's new version of their excellent 
game. In gameplay it is virtually 
identical, but since the original played 
very well indeed this is a good thing. The 
game has just the right balance of 
strategic depth and arcade action. As the 
player, you are in command of an elite 
fighting force waging a long and bloody 
war against an alien foe called the Trich. 
You control your forces from the cockpit 
of your Wraith hover tank, using a well- 



The superb 3D terrain graphics of Uprising 2 really give you the feel of being right there, doing battle on inhospitable alien worlds 
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The designs of the vehicles are striking and imaginative, especially the alien Trich. The shapes are deceptively simple, which helps keep the frame rate nice and high 


designed and easy to learn interface. 

Upon landing on a new battlefield, 
your first task is to cal! up a 'citadel', a 
control tower which is air-dropped onto 
a specially prepared base site. Once 
the citadel is in place and operational, 
you can add to your base with factory 
units for the construction of infantry, 
tanks and aircraft, as well as defensive 
installations such as Gatling-gun turrets 
and missile silos. 

Get stuck in 

These units don’t roll out of the doors of 
the production facilities. Instead, they 
are teleported straight into the thick of 
the battle at your command - which 
must be a nice surprise for them. You 

IHr , 

BUT ADDED THE 

drive around the battlefield in your 
Wraith, following navigation waypoints 
and instructions from your command 
headquarters, looking for the mission 
objectives. When you find an enemy 
base you can summon up an 
appropriate assortment of fighting 
vehicles and infantry and command 
them into battle. As long as you have 
built the right combination of production 
facilities and you have sufficient energy, 
you will be able to fight and win. You 
can, of course, join in the battle yourself, 
and the Wraith is a formidable weapon, 
but the way to win the game is to 
command your troops effectively. It is in 


this way that the game is similar to 
real-time strategy games such as Total 
Annihilation and Stare raft. Imagine 
driving one of the tanks in such a game 
whilst simultaneously commanding the 
army and you have Uprising. 

Tanking along 

The main improvements in the sequel 
are visual. The original game did not 
support 3D acceleration, but this has 
been changed for Lead and Destroy. 

The new game sports lovely Voodoo- 
friendly graphics, and the terrain engine 
generates some very smooth curves for 
a polygon system. The texture maps on 
the landscape look very good, 
resembling the lunar surface. The 


preview version we have been sent only 
has limited lighting effects and some of 
the shading obviously needs more work, 
but the game already looks visually 
impressive. When you hit the turbo 
button, the ground zips past you with 
an agreeably high frame rate. 

The designs of the various vehicles 
have been improved from the first 
game. They are still fairly simple and 
chunky, but the shapes are more 
imaginative and make good use of the 
lowest possible number of polygons. 
This helps keep the game’s speed up 
even when there are a lot of vehicles 
moving about on the screen. The 


texture mapping of the vehicles has 
also been improved, with realistic 
looking colour schemes. 

Clever stuff 

The improvements to the gameptay 
are more subtle. One of the most 
useful is the inclusion of an Al system 
in your tank which enables you to 
deploy the right unit instantly by just 
hitting a single button. In the heat of 
battle this can be a lifesaver. Of 
course you can over-ride the Al at any 
time, but 1 found that its choices were 
usually appropriate. 

The slightly confusing head-up 
display from the original game has 
been cleaned up and simplified and is 
a lot easier to understand. Options 
such as auto-repair and 
reconnaissance drones can now be 
accessed by a simple shift-click 
operation. Ail the keyboard controls 
can be customised to whatever 
configuration suits you best. 

Multiplayer options include normal 
play with up to eight players 
commanding a selection of forces, but 
there is also a deathmatch Wraith- 
versus-Wraith game, and a racing 
game where you do laps of a course 
in your hovertank. 

!’m looking forward to the release of 
Uprising 2. It always was a superb 
game, and with its new features it 
should do better in the shops second 
time around. TC 
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the construction of a secure 
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he gaming trend of the moment would appear to be 
role-playing. Since the release of Final Fantasy Vlf, the 
world has been going crazy for Japanese-style RPGs. 
The genre is by no means new, however. Like many 
Eastern trends introduced to the West, the Japanese RPG has a 
history going back years. Even the newest of fans, introduced 
to the genre with Final Fantasy Vlf on the PlayStation, will 
know that their favourite game is by no means the start of 
things - it’s called Final Fantasy VII, after all. But did you know 
that other titles in this particular series have been translated? 
Probably. Being fan favourites, the Final Fantasy games have 
certainly been well-documented. However - and this is a real 
shame - despite the series’ comparative popularity in America 
{up to and including the release of FFVH), only the famous 
PlayStation title has been released in the UK. 

The first Final Fantasy surfaced on Nintendo's Famicom {the 


Japanese NES) back in 1987. Now the most popular RPG 
series in Japan, Final Fantasy had fairly humble beginnings. 
Certainly not the first in the genre, it was initially just one small 

part of a new trend of video games based on Western concepts 

1 

in 

to the late-70s, when ‘Rogue'-likes {i.e. Rogue and its many 
clones) appeared on mainframes in the West. Rogue-type 
games had no graphics; character squares were composed of 
textual icons. They had no storyline whatsoever either, and 
were concerned solely with building up statistics by fighting 
monsters in the various rooms of a ‘dungeon'. One interesting 
thing about these games was the fact that they were entirely 
randomised - the computer would work out each area, 
including all the monsters you would have to fight, before you 
entered it. Far from evolving, however, Rogue-likes died a death 
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gamers of the time). Computer RPGs that 
surfaced in the early-80s were mainly text 
adventures, which had a story to them but 
little or no battles. In the meantime, RPGs 
remained strictly Dungeons and Dragons 
affairs played by role-players using pen, 
paper, and dice. It can be argued that the 
Japanese console RPG, while having its 
roots in traditional role-playing, is purely an 
Eastern invention. 

Console RPGs came about largely from 
experimentation with a style that the 
Japanese initially considered to be very 
Western - based as it was on pen-and-paper 
RPGs imported from the West, and generic 
‘save the princess’ European fairy tales. After 
several companies produced efforts that had 
their roots firmly in Western genres, such as 
Falcom’s Dragon Slayer (a pseudo Rogue-like 
with no story interaction whatsoever), the 
genre came of age in 1986 with Enix’s first 
instalment of Dragon Quest. A Famicom 
release. Dragon Quest was revolutionary in 
that it actually had a predefined storyline, and 
the main character (a prince who had to save 
a princess - you have to start somewhere) 
could converse with the other inhabitants of 
his world, Enix was also one of the first 
companies to commission a respected manga 
artist to design the protagonists in their game 
- Akira Toriyama (now famous for the 
Dragonball comics and anime) has been 
designing for Enix ever since. The Dragon 
Quest series is now up to part seven, and 
despite remaining incredibly popular in Japan, 
only the first two games were ever translated. 

1986 was certainly a good year for 
RPGs. It also saw the release of the first 
action games with equippable weapons, now 
officially (though a little erroneously) known 
collectively as Action RPGs. Fa loom were 
there again with Xanadu for the MSX, but the 
most famous of this particular genre is of 
course Nintendo’s Zelda series, which was 
first released for - yes, you’ve guessed it - 
the Japanese Famicom. Ironically, Zelda is as 
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far removed from the genre as an RPG can 
get without actually becoming a platform 
game in that it doesn't involve any statistics 
beyond the fact that the hero, Link, can build 
up his energy by collecting hearts. Because 
of this many purists don’t consider Zelda to 
be an RPG, more of a graphic adventure. It 
certainly has its place in the genre, however, 
due to the fact that it has inspired so many 
later efforts, and it is arguably based on pure 
RPGs with elements of the original text 
adventure (i.e. the puzzle solving) thrown in. 
Sadly, though, when placed next to its 
sequels the original Zelda looks very dated. 
Like many Japanese games of the mid-80s, 
it has a plot given in the manual but 
arguably no storyline. In fact it wasn’t until 
1987, the year that Final Fantasy first 
appeared, that games with decent interactive 
plots saw the light of day. 

Since the genre first came about, RPGs 
have evolved into something beyond the 
heavily tactical affairs they once were. RPGs 
these days are high-budget productions, 
enriched with wonderful storylines and 
appealing character designs. And for a 
gaming style that doesn't need pretty 
graphics to win over the existing fans, it’s 
surprising to see just how gorgeous RPGs 
look these days. Gamers in Japan prefer the 
genre over any other, and in the past few 
years RPGs have caught on quickly in the 
West as companies translate the best-sellers 
to keep up with the growing demand. 
Hopefully this article will provide you with 
the information needed to fully appreciate 
the evolution of the genre, and perhaps after 
reading about some of the older classics 
you'll have a bit of a shopping list to be 
working your way through. Never think that 
RPG gaming ends with the current crop of 
role-players being released on the 
PlayStation et al - it’s a 
hobby that is served well 
by experiences of what 
earlier RPGs had to offer. 
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Series overview: Final Fantasy 

Unlike the other famous RPG series' outlined here, Square’s 
Final Fantasy games have no continuity in the sense that each 
game is a story in its own right. Only the actual game engine 
- plus certain items, spells, monsters and animals such as the 
Chocobo riding birds - make it into every instalment. But 
Final Fantasy is well-known for its style rather than familiar 
stories. The gameplay has remained in roughly the same turn- 
based form since the original, and the talented design team 
have devoted their lives to every release - Hironobu Sakaguchi 
(producer) Yoshitaka Amano (designer) and Nobuo Uematsu 
(music composer) are by now household names in Japan. 

We don’t have the room to detail all the Final Fantasy 
games here. Given that they each have a separate storyline, 
such a feature would need pages all to itself. However, we 
can bring you details of the titles released in the US, plus 
the rather odd numbering system that has developed as a 
result of translation. 

The first Final Fantasy was released in 1987 for the 
Japanese Famicom, and the translated version for the NES 
took another three years to surface. The storyline of this 
particular title is a little basic: You control a party of four 
nameless ‘Light Warriors’ who have to use elemental orbs to 
bring peace to the world. However, the game is massive 
considering its age, and the plot unfolds in many directions. 
The Famicom games Final Fantasy II and Final Fantasy III 
were never translated, so the next game to reach the West 
was Final Fantasy IV on the SNES. Released in Japan in 
1991, Final Fantasy IV featured a highly emotive storyline, 
centring around the hero, Cecil, who gives up his post as 
Dark Knight to the Empire after being ordered to pillage small 
kingdoms in the name of power. The game featured many 
innovations, such as the real-time system in the battles 
(known as Active Time Battle) which has remained with the 


series since. Note that after skipping translations of Final 
Fantasy II and III, Square US decided to call the American 
version of the fourth game ‘Final Fantasy //'. Final Fantasy V 
was another game we missed out on, which is a shame really 
as it easily had the best combat system of the series. 
Fortunately, America did see the release of Final Fantasy VI, 
which many regard as the best RPG of all time. Final Fantasy 
III (as the Western version is known) is an absolute 
phenomenon - the storyline, which is concerned with the 
resurgence of magic and the devastation that ensues, is 
incredible, the graphics at the time were unfaultable, and the 
music was the best to ever grace an RPG. All RPG fans 
should make it their goal to play this classic. 

Finally, of course, this brings us to the latest game in the 
series - Final Fantasy VII for the PlayStation. We’re not going 
to tell you anything about this game, on account of the fact 
that you’ll know enough about it by now. You’ll also know 
that Square are working on Final Fantasy VIII - here’s hoping 
their commercial success won’t allow them to compromise 
the quality of this title. Knowing Square the way we do, 
however, the very least Final Fantasy VIII will achieve is to 
live up to expectations. 
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Series overview: Phantasy Star 

While Final Fantasy remained the flagship RPG 
series for Nintendo for many years, Sega remained 
undaunted with the releases of their home-grown 
Phantasy Star games. These turn-based RPGs are 
innovative in the sense that they are sci-fi 
orientated as opposed to being set in fantasy 
environments. Each game (with the exception of 
part three) takes place on various planets in the 
Algo star system, which is visited every 1000 years 
by a malevolent being known only as ‘Dark Force'. 
Sega have actually managed to translate every title 
in the series with the exception of the Game Gear 
sidequests. Square take note.The first Phantasy 
Star was a Master System release in the golden 
years of RPGs - the Japanese version appeared 
way back in 1987. In Phantasy Star you took the 
role of Alis Landaie, a 15-year-old girt (yes, you 
read me right) who was out to avenge the death of 
her brother. Oddly enough, the dungeons in 
Phantasy Star were in first-person 3D and needed 
a lot of mapping out. Later games in the series 
then utilised the standard overhead format. 
Phantasy Star quickly migrated to the Megadrive 
with the release of the sequel in 1989. The hero of 
Phantasy Star fl is male (as were all the central 
figures since), and at the start of the game he is 
plagued by nightmares of a lone girl fighting a 
terrible demon. After that things went steadily 
downhill, as his home planet slowly deteriorated 
under the control of Mother Brain - the central 
computer system that suddenly stated to 
malfunction. The 1990 release of Phantasy Star III 
marked a departure for the series in the sense that 
it was not set in the Algo Star System - a fact that 
disappointed Sega gamers a little. Things might 
have been remedied if it weren’t for the lacklustre 
gameplay - Phantasy Star III is certainly the weak 
link in the series and is often ignored by fans. It 
does have a bearing on the story, however, just not 
a very strong one. 

Sega's ‘final’ Phantasy Star game was officially 
Phantasy Star IV - the End of the Millennium. A 
1993 Megadrive release, it heralded in the start of a 
new age in the apparent destruction of Dark Force by 
the main protagonists, 16-year-old Chaz and his 
friends. However, it now looks as if Sega has picked 
up the series once again -- not only did they release a 
‘Sega Ages' pack for the Saturn comprising all four 
games, but there are strong rumours of a planned 
Dreamcast follow-up. 


Series overview: Lunar 

GameArts are relative newcomers to the RPG genre - 
their most famous series, Lunar, first appeared in 
1992. Despite the fact that they’ve always developed 
for comparatively unpopular consoles (GameArts are 
true Sega devotees), the company has maintained a 
prolific output. The Lunar games are turn-based RPGs 
that borrow a lot from other series such as Ys and 
Final Fantasy, but they have a unique charm that is 
also present in Grandia - GameArts’ 3D role-playing 
masterpiece for the Saturn. As you’ve probably 
guessed, all the Lunar games are set on the moon in 
the distant future. Despite this they are classic 
fantasy, not sci-fi. The first RPG in the series was 
Lunar 




The Silver Star for the Mega CD, translated in 
1993 by Working Designs. The storyline centred on 
the young hero Arhes (Alex in the US version) and his 
dreams to become a Dragon Master. Accompanying 
him on his quest was his baby dragon Nall, and his 
mysterious would-be girlfriend, Luna. The game was 
too charming to believe, and resulted in a 
sequel. Lunar Eternal Blue, which was released 
in 1994 for the now-ailing Mega CD. Set 1000 
years after the original, it followed a similar plot, 
only now the main character was Hire, the 
dragon Ruby, and the mysterious girlfriend 
Lucia, a visitor from the barren ‘Blue Star'. The 
American version appeared in 1995. Now kudos 
to Working Designs for releasing these gam e s irr- 
the first place, but their translations barely fall 
short of intolerable - childish Americanised affair 
of toilet humour. Because of this, mapy purists 
import the Japanese versions of Lunar, preferring 
to play through them with walkthroughs. You 
have been warned .The only Lunar galme that 
escaped Working Designs’ attentions Lvas Mahou 
Gakuen Lunar [Magical School Lunas), a 
sidequest that had little to do with the other two 
games. This was a 1995 Game Geatj release 
aimed largely at girls (the main protagonists are 
all female). Sadly, it doesn’t quite live up to the 
standards set by the originals. 

Lunar has come of age of late with the • 
spectacular Saturn updates released by 
publishing company Kadokawa Shoten. All three 
games have been reprogrammed with beautiful 
visuals, new story twists and about an hour of 
high quality anime cut-scenes each. Kadokawa 
and GameArts are to be applauded for taking 
what were originally decent games and turning 
them into masterpieces of the calibre of Final 
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Square are also famous for the classic Seiken Densetsu series of action RPGs - known better to Westerners as Secret of Mana. 
Here are some shots from the SNES instalments (the first game was on the Game Boy, titled Final Fantasy Adventure in the West) 
The sequel to the original SNESiSecref of Mana, Seiken Densetsu 111 was never translated. 






Vs was first released on the MSX (a Japanese computer 
with a cartridge port) in 1987, and while it was popular 
there didn’t seem to be much to it really. It wasn’t until )^s 
was ported onto the PC Engine as a CD-ROM (the first CD- 
ROM RPG ever) that things finally took shape. This 
package appeared in 1988, and alongside the original it 
included Ys Book I - the sequel that explained what the 
hell was going on in the first game as well as taking the 
plot to new levels. Only the first three Ys titles have ever 
been translated - the first is available for the Master 
System as well as the American PC Engine (the Turbo 
Graphx). Of course, Ys Book II appears solely on the Turbo 
CD release, and Ts Book III, released in the West for a 
grand total of three consoles (PC Engine CD, Super 
Famicom and Megadrive) is a side on platformer designed 
to cash in on the success of Ys I and !l. It's a side-quest 
rather than a follow-up, and it’s complete rubbish, so 
enough of that. Fatcom continued to produce console-based 
sequels to Ys up until part six - available solely for the PC. 
Since then they have remained PC developers alone, though 
updates of their early games have recently appeared on the 
Saturn and PlayStation. Hopefully the success of these titles 
will make them see sense, and we’ll be able to import their 
innovative RPGs on consoles such as the Dreamcast. 


Fantasy. The Silver Star update, Lunar: Silver Star Story, has 
since been ported to the PlayStation by Kadokawa, and a 
translation of the game, which has become my personal 
favourite RPG ever, is planned for American release sometime 
this year. From Working Designs. I think I'll go lie down now.. 
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Series overview: Ys 

MSX and PC Engine maestros Falcom aren't well-known in 
the West, but their most popular series, Ys, Is worthy of note 
for two reasons. Firstly, the Ys series introduced original 
storylines beyond the ‘save the princess’ concept that will by 
now be familiar to everyone. Secondly, Ys was truly stat- 
based without being turn-based, and it’s games like this that 
inspired classics like Secret of Mana. 

Each Vs game differs vastly from the others in terms of 
plot, but they all have something in common. For a start you 
always play the part of Adol Christin, a red-haired 
swordsman. In every Ys game, Adol goes out looking for 
adventure, which he invariably finds along with several 
beautiful girls who throw themselves at him at every 
juncture. At the end of every Ys game, totally unaware of the 
women pursuing him, Adol sets off into the sunset, breaking 
the hearts of said girls. No doubt frustrated male gamers 
across Japan really have it in for this guy... 


■ ■■ 


For more information on the mainstream RPG world, plus articles and tips on little-known RPGs and 
imports, or the chance to write your own features, pick up a copy of Role Call - the UK's premier RPG 
guide. Issues 8-10 are currently available from; Dave Sanders, Flat 21,8 Station Road, Portstewart, Co 
Londonderry, N. Ireland, BT55 7DA. Each issue is priced £1.50, which includes postage. All cheques 
must be made payable to ‘Dave Sanders'. 


Afvi-mayhem or the Sega Saturn! 
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Abes Exoddus_ 

Actua Golf 3._ 

Actua Soccer 3_ 

AU-Star Tennis ‘99 

Big Air 
Blasto 

Breath of Fire 3...... 
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Bugs Life 
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Bust-a-Groove_ 

Centipede___ 

Cool Boarders 3_ 

CoUn McRae Rally. 
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C&C; Red Alert- £24.99 

C&C: Retaliation_..£31.99 

Constructor_£30.99 

Crash Bandicoot 3_£33.99 
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Croc. 

Destruction Derby 2. £18.99 

Die Hard Trilogy_£18.99 

FIFA *99_ „..£29.99 

Fifth Element_..,..£29.99 

Final Fantasy VII_ £35,99 

Formula 1 '98_£35.99 

Forsaken___ £25.99 

Future Cop lAPD ............................................... ........,..,..#11 , £ 32! .99 

Global Domination PPtfaBPPPPPPPpPPPPPVPPPPPPPPPPBPPPPBPPPP'PPP-aBPPPPBP'BPPPPPPPPP £34.99 

Gran Turismo_...._£32.99 

Grand Theft Auto_£18.99 


International Superstar Soccer ‘98 
Knockout Kings...._... 

Libero Grande __ 
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Lost World: Jurassic Park_£18.99 
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Monaco Grand Prix. 
Moto Racer_ 
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Motorhead 
NASCAR ‘99 

NBA Live ‘99_....._£32.99 

Need for Speed 111__.....___£24.99 

Need for Speed IV_„.™..£32.99 

NFL Blitz_...£25,99 

NFL Extreme___£32.99 

NHL Hockey *99_ £32,99 

Ninja___....._£34.99 
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Parrapa the Rapper___^....£18.99 

Pocket Fighter___£32.99 

Pool Shark __ £31.99 

Premier Manager '99 £31.99 


Pro Pinball; Big Race USA.. 

Psybadek_ 

Quake II_ 

Rayman_ 

Rayman 2_ 

Resident Evil 
Resident Evil 2 
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Road Rash 30_ 

Rushdown 
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Sensible Soccen European Edition_£32.99 

Shadow Gunner___ £32.99 
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Soul Blade,.-.._ £18.99 

Soviet Strike__ £18.99 
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Street Skater. £32.99 
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Test Drive 4x4... 
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Test Drive 5_ £32.99 

Theme Hospital_£24.99 

Theme Park.£18.99 

Tomb Raider_............£17.99 

Tomb Raider 2.—...£24.99 

Tiger Woods *99_£32.99 

Triple PlayRsaeball 2000_ £32.99 

Unholy War_£34.99 

Victory Boxing 2_ £32.99 

VI VA Football_ ..£32.99 

Arms....__ £29.99 
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GAMES ARENA also stocks PC and Nintendo 64 products. For more information on prices, release dates and stock availability please call 
before 4pm are sent the same day. subject to stock availability. Otherwise, most orders are despatched within 2 -3 working 
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our local call rate hotline - 0845 6012503. 4^1 orders 
days. 
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Destruction Derby 2 

Die Hard Trilogy. 

Grand Theft Auto_......... 

Lost World: Jurassic Park 
Moto Racer__ 


m99 
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Motorhead__ 

Pandemonium 


£18.99 


Parrapa the Rapper 
Porsche Challenge.. 

Rayman_ 

Resident Evil_ 


tatlQD® 


Soul Blade-__ 

Theme Park_ 

TOCA Touring Cars 


John Maclean is in the wrong 
place at the wrong time, but 
you can't go wrong with this! 


Crash 'n' burn with this thrilling 
racing game where ou play the 


Classic platform action with 
the charismatic Croc and his 
furry friends 
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The Number 1 PlayStation hit is 
back with more cars, more tracks 
and improved graphics. Easy to 
play, yet hard to master, TOCA 2 is 
the ultimate racing game and you 
can experience all the thrills and 
spills for just £34.99. Can you 
take the chequered flag? 


The best just got better! With 
hundreds of club teams from around 
the world and gorgeous graphics 
nothing on the PlayStation compares 
with Electronic Art's superlative 
arcade football simulation. FIFA *99. 
Now you can own this classic title 
for just £29.99. 
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CUT OUT ORDER FORM AND SEND TO 

Games Arena, 11 Clifton Rise. 
Paignton. Devon. T03 3LE 


Name ... 
Address 


Postcode . 

Telephone. 

: Postal Order □ CardD 


Signature. 

CashD Cheque □ 


Expiry Date 


Issue No. (SWITCH ONLY) 


Ftaybtaoon 


CnnimifiTieiit 

Games Arena Ltd has been set up with the goal of providing you with the 
very best games at the lowest possible prices. All orders within the UK 
mainland are dispatched by first class post. We have a large quanlity of 
games in slock and delivery is usually achieved within 2~3 working days 
Delivery for games not in stock may take a tittle longer. 


A'isurcd 

If you receive faulty goods we will be happy to replace it completely free of 
charge. 


GAME TITLE 

PRICE 
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90+ AWARD 

Be sure to look out for our prestigous 90 + award, but 
don’t expect to see it on every other review. We don’t 
endorse games in this manner unless they really warrant it 
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Tekken 3 


You need only watch the intro 
sequence to understand just how 
special Tekken 3 really is. With all 
the style of a Hollywood blockbuster, 
it grabs you by the throat and draws 
you in to the whole experience. The 
first play is equally satisfying; silky 
smooth animation, plenty of 
impressive moves and a great 
selection of very different 
characters. Everything here has 
been polished until it shines. 


• o o o o 


Namco have not released a game on the 
PC to date. We would love to think that 
Tekken 3 could be the game to buck the 
trend, but it's extremely unlikely. 
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INFORMATION 

PLATFORM 

PlayStation 

PUBLISHER 

Sony 

DEVELOPER 

Namco 

STYLE 

Beat-’em-up 

RELEASE 

£34.99 

PRICE 

Out Now 

PUYERS 

1-2 

ANALOGUE 

No 

DUAL SHOCK 

Yes 

MEMORY CARD 

One Block 
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Plenty of wannabes have tried to take Championship Managei^s title of ‘best 
football manaaer sim’ over the past few months, well, they all might as well 
give up now - CM3 is about to hit the streets... 



This game has been one of the most 
highly anticipated titles in the office. 
With plenty of hard-core CM2 fans, 
this game had a big reputation to 
live up to. Lots more statistics, great 
tactics and better matches. What 
more could you ask for? Not to be so 
anal, perhaps? 
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FORMAT 


PUBLISHER 


STYLE 


RELEASE 


PRICE 


PUYERS 


PROCESSOR 


MEMORY 


DISK SPACE 


PC 


Eidos 


DEVELOPER Sports Interactive 


Management Sim 


Out Now 


£34.99 


1-8 


P18B P266 


16MB 32MB 


200MB 


3D ACCELERATOR Not Supported 


E n these heady days of graphical fertility, it seems unusual 

that a text-based game might trigger such strong 
emotions. Well, that is exactly what Eidos' Championship 
Manager series has achieved over the last few years, the 
pinnacle of which was CM2 97/98. That game managed to bring 
home all the excitement, all the highs and lows of managing a 
professional football team, better than any other game in the genre. 
That is, until now, when Eidos are about to release their follow-up 
to that successful title. Championship Manager 3. To say that 
expectations are high for this game would be an understatement. 
However, any fears that fans may have should be laid to rest - 
CM3 is nothing short of the most in-depth, comprehensive and 
compulsive football management game ever seen. 
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The hand of God 

CMS builds on many of the qualities that made the previous 
games so good. Firstly, the database of players is nothing 
short of phenomenal - there are something like 14,000 
players and over 2,000 teams from all over the world. 
Countries like Argentina, Japan and Norway are included for 
the first time, and it is now possible to manage a team in 
one of fourteen leagues. Also, if your PC is powerful enough, 
it is possible to run all of these leagues consecutively if you 
wish. Fancy a managerial career which takes you from 
England to Spain to Italy to Scandinavia and the Far East? 
Well it’s now possible with CMS. Players have also been 
given a huge overhaul and are now rated on 31 separate 





























































































QUALITY CONTROL. 


categories. To the beginner this might all be a little 
overwhelming; the simple task of searching for players can 
become a bewilderment of statistics and often leads to 
confusion. This is where the extensive scouting and staff 
options come in. Teams now employ a number of staff - 
coaches, scouts and physiotherapists - and certain duties 
can be given over to these. Staff can also be traded and 
'bought’ from other clubs in much the same way that players 
are. Coaches, in particular, play a major part; CM3 now 
includes a training option where individual players can work 
on different parts of their game. 

The biggest improvement over CM2 is the way that 
matches are played. With CM2, there were only a limited 
number of outcomes from each situation in a game. For 
example, if a striker received the ball he would either shoot, 
dribble, or pass. In CM3 it is possible for a striker to receive 
the ball, hold it up and wait for other players to arrive, or try 
and take on the opposition. There are also other, off the ball 
possibilities to take into the equation - players getting into 
scuffles on so on. With this pattern repeated all over the park, 
it is easy to see how games can take a number of different 
routes. The overall impression is that games take on a more 
realistic feel, and the illusion of a real game of football being 
played is infinitely enhanced. Other games are also played at 
the same time as yours, allowing you to keep up to date with 
all the important games around the country. A quick word 



A LEAGUE OF GENTLEMEN 


Championship Manager need never be a one player game ever again. 
Although its predecessor allowed more than one person to take control 
of a team, it was a turn-based situation. How boring was it waiting for 
the other players to do their stuff? Well, now you can play the game over 
a network with up to eight participants. This only really applies to people 
with a LAN network like games journos but, hey, we love it! 
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and when they are not. Each team now also has its own 
reserve squad. Players can move between the two squads, 
and this also opens up a whole new area of youth team and 
first team players. 

All is not rosy, however - especially if you own a low end 
PC. Because of all the data being processed, you’ll need 
something of a monster PC to run the game at a reasonable 
speed. A P200, for example, takes far too long - minutes 


ANY FEARS THAT FANS MAY HAVE SHOULD BE LAID TO REST - CM3 IS NOTHING SHORT OF THE 
MOST IN-DEPTH. COMPREHENSIVE AMD COMPULSIVE FOOTBALL MANAGEMENT GAME EVER SEEN 


about the difficulty - any CM2 experts out there who are 
expecting an easy ride are in for a shock. Championship 
Manager 3 is way more difficult than its predecessor - partly 
because it's more realistic, I guess. 

More options in the final third 

Team tactics have also been lavished with attention and now 
boast a depth which must be bordering on the real thing. Each 
player can be given Individual instructions such as running 
with the ball, man to man marking, and if they should shoot 
from long-range or not. Also, setting your team formation is 
only the beginning; the pitch is divided up into eight sections 
allowing you to set the formation for when the ball is in each 
of those sections - when your team is in possession of the ball 


passed when just trying to continue to the next day, and this is 
only one league running. We suggest something along the lines 
of a P300 with a decent amount of memory if you want to run 
several leagues in conjunction. 

To the outsider, it is easy to see why Championship 
Manager might seem as interesting as the full-time vidi-printer. 
However, speaking as an ardent football fan, there is nothing 
that comes close to this game in terms of simulating the thrills 
and spills of football management. Other games might have 
things like match highlights, bungs and stadium 
refurbishments, but that's not what the true football fan wants: 
pure and simply coaching a team and winning trophies. For the 
purist there can be only one choice. Championship Manager 3 
- it really is in a league all of its own. Nick 
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Every aspect of CM2 has been improved upon. Of particular note are the tactics [left] and the new in-game commentary (centre) 
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Transfers can now be 

negotiated between clubs 



PlayStation o o o o o 


With Gremlin’s Premier Manager ‘99 
doing the rounds, it's possible. However, 
the processing needed for CMS would be 

too much for the PlayStation. 


|\I64 _ o o o o o 

A football management sim would go down 
well on the N64 but, as with the 
PlayStation, the processing times would be 

too cumbersome. 


Dreamcast • • o o o 

With the Dreamcast's PC heritage and 
16MB of RAM you could probably just 
about manage it. Whether or not Eidos do 

is another matter entirely. 


VERDICT 


GAME NAME 

GRAPHICS 

SOUND 

PLAYABILITY 

OVERALL 

Out of too 


CM3 

60 
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What with having his heart ripped out on his wedding day, then being 

condemned to wander througn hell for the rest of eternity by his 

brother, it’s not been a good week for Akuji. 


INFQRM/ffHHi 

FORMAT 

PlayStation 

PUBLISHER 

Eidos 

DEVELOPER Crystal Dynamics 

STYLE 3D Action Adventure 

RELEASE 

Out Now 

PRICE 

£39.99 

PUYERS 

One 

ANALOGUE 

Yes 

DUAL SHOCK 

Yes 

MEMORY CARD 

One Block 


idos, having recently stormed the charts with Lara 
Croft’s third notorious adventure, are beginning to take 
a very firm grip over the third-person genre. Akuji the 
Heartless, by developers Crystal Dynamics, will be 
followed shortly by Legacy of Kain: Soul Reaver, also by the 
same developers. The hype surrounding Tomb Raider III is only 
just dissipating and the build-up to Soul Reaver is just about 
due to begin, but what about the one in the middle? Akuji the 
Heartless, being sandwiched between two hugely competitive 
releases, is going to need to be something quite special if it is to 
achieve any form of commercial success. 

Stories before bedtime 

The land of Mamora has had a troubled past. Rival tribes have 
waged war on one another, and the resulting devastation is 



beginning to take its toll on the people. In a bold attempt to 
create a lasting peace, your father, and ruler of one of the two 
dominating tribes, arranged a marriage between you (Akuji) and 
the daughter of the leader of your main rivals, the Tanko tribe. 

On the day of your wedding, your treacherous brother, Orad, 
decided against the idea of peace and killed you. Orad, a 
powerful voodoo priest, condemned you to hell by performing a 
ritual that involved the removal of your heart. Now you must 
find the spirits of your lost ancestors to guide you back to the 
land of the living in order to seek your revenge. 

Despite the obvious similarities between this and Eidos’ other 
aforementioned third-person games, Akuji the Heartless shares 
much more in common with Activision’s excellent PC title, Heretic 
II. The style of the scenery, excellent lighting effects and range of 
magic puts the two games on a very similar footing. From your 
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QUALITY CONT 




Aiming is difficult when the camera doesn’t follow you, leaving a side-on view, but you can shoot in first-person from a distance 



Remaining true to the third-person 
adventure genre, Eidos and Crystal 
Dynamics have made sure that the move 
list is reasonably big. Apart from jump, 
crawl, and attack moves, you can climb, 
swing and perform various flips and so on. 
The animation is generally very good, but 
the camera angles can occasionally make 
pulling off some of the trickier moves 
unnecessarily difficult. 



portal you can junrip to a selection of other worlds in your search. 
Upon the completion of each level a new doorway is opened, but 
at any time you may revisit the previous levels to look for your 
ancestor’s spirits, most of which are hidden away out of sight. The 
balance is quite good - you’ll need to look exceptionally hard to 
find them all, but this is not necessary to progress. Because it is 


cumulative though, spending a little bit of extra time searching on 
the earlier levels can save a lot of time later on as you may have 
to go back and replay some of the levels. 

Gun-ho! 

By far the most annoying part of the game is the combat. Using 
only a basic weapon, it is very limited; run up to the enemy, face in 
his direction and press the attack button as often as possible - 
with no defence moves it quickly becomes tedious. It’s not helped 
by the sluggish camera, which must be constantly adjusted 
manually as the enemy moves around. You do have access to quite 
a variety of aggressive long-range magic, which is often far more 


powerful than your standard attack, but, again, the awkwardness 
of the camera and need for accuracy on the analogue pad means 
that you’ll have a lot of difficulty shooting the enemies from a 
distance. You could fire from the first-person look mode, but this is 
also fiddly to use with a pad, and if the enemy has any projectile 
capability, using this will leave you vulnerable for far too long 

unless you are extremely accurate. 
The result is that killing an 
enemy always involves close 
combat even if you are using your long-range magic. 

There is a lot in this game that is very good - the levels are 
well-designed and there are a huge variety of enemies and spells, 
but ultimately you find yourself playing a game that doesn’t keep 
youf interest. The gameplay quickly becomes routine, and although 
the story tries its hardest to keep you engrossed, it falls a fair way 
short. Having played both Legacy of Kain: Soul Reaver and Tomb 
Raider III, it’s fair to say that Akuji the Heartless is different 
enough from both to warrant the purchase of all three. Overall, this 
is a title that fans of the style could easily enjoy, and while the rest 
of us may never fall in love with the game, there’s just about 
enough on the CD to warrant your £40. Will 
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The lighting effects, as these shots suggest, are some of the most spectacular to appear on the PlayStation to date 



After completing a few levels 
you must face one of the 
many boss characters 



EJC_ _ ® ® o o o 


If the game is a strong seller, a 
conversion to the PC would be entirely 
feasible, Personally, though, I'd be asking 

for Sou! Ream. 

N64 _ ®oooo 

As far as we know there are no plans for 
a Nintendo conversion. It seems pretty 
unlikely that there ever will be. 

Dreamcast o o o o o 

By the time the Dreamcast arrives in the 
UK, Akuji the Heartless will be nothing 
more than a distant memory,.. probably. 



GAME NAME Akuji the Heartless 
GRAPHICS _80 

SOUND 78 

PLAYABILITY 

OVERALL 
Out of 100 
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There is an architecture editor which allows you to design your own buildings, but only using some pre-set components. Sim Lego? 


h ■ '"' sv'wx. . ■' 5^7,•■ - 


FORMAT 


PUBLISHER Electronic Arts 


DEVELOPER Maxis 


STYLE 


God Game 


RELEASE Out Now 


PRICE £39.99 

PLAYERS One 


PROCESSOR 


P 166 P200 


MEMORY 32MB 


DISK SPACE 150MB 


3D ACCELERATOR Optional 


My initial impression of Sim City 
3000 was that it didn't look too 
different from Sim City 20(H}. You 
still have the same squared-off 
landscapes, the blocky, slightly 
random-looking cities, and the 
desperate race against spiralling 
debt, but it does develop a sort of 
grim fascination after a while. 


aving played all the previous Sim City games, and 
being a known fan of strategy games in general, I 
guess it was inevitable that Justin would hand me Sim 
City 3000 to take a look at. I have recently played and 
enjoyed both Caesar If! and Sid Meier's Alpha Centauri, and I 
am being driven slowly mad by the marvellous Anno 1602, so ! 
had high hopes that this latest generation of a classic line 
would be something really special. My initial impression was 
that of slight disappointment. In appearance and basic 
gameptay, Sim City 3000 is virtually unchanged from the 
previous title in the series. It comes across not as a 


development of the Sim City idea, but a consolidation of 
themes from the previous games, especially its immediate 
predecessor, Sim City 2000. 

Regional development zone 

As in the previous game, you start with a blank landscape, 
and begin by building a few roads and allocating building 
zones. There are, as before, three types of zone - residential, 
commercial, and industrial. Each of these is further 
subdivided into three density grades. You connect up the 
roads, water and power supply, and then start the simulation. 


While the rest of us are aearing up for a bi^ party to 
celebrate the year 200 0, the Sims are getting a bit ahead of 
themselves. This is the latest version of the classic from Maxis 
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QUALITY CONT 






By contrast to some other 
games, Sim cities lack charm 
and character 


l‘d be very surprised to see a Sim City 
game on the Nintendo console. They may 
have widened their user base, but not far. 

Dreamcast • • o o o 

All sorts of PC games are going to find their 
way onto the Dreamcast There is certainly 
a chance that Sim City could be one. 


The detail of the buildings is impressive, but what are they? 


At this point the computer takes over and you are left to sit 
and watch as ‘Sims' move into your city and construct 
buildings. The landscape maps are simple grids, made i p of 
layers of square blocks with a few trees dotted about. There 
will be some bodies of water, rivers and lakes for supply and 
transportation, but that is about it. There are no natural 


, THE REST OF 


R jmo POW£PI, AaiD 


sort of building will go where, not the specific buildings 
themselves. This lack of direct involvement kills the game for 
me. You will usually end up with a messy, chaotic heap of a city, 
or some geometrical pattern which looks boring and artificial. 

You can only have so much fun watching lots of little figures 
running about in a city which you have almost no control over. 
The only involvement you have with your supposed citizens is 
when they petition you as mayor to provide them with some 
new utility or to sort out the traffic congestion. This is really just 
a glorified help and tips function. 

The graphics have been somewhat improved over the 
previous games, using the higher screen resolutions available 
with advanced graphics cards to run the game in resolutions up 
to 1024 X 768. The buildings are quite well-detailed, but nothing 
compared to some other titles now available. You tend to end up 

with lots of identical 
buildings, and no idea what 
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resources or food chains to worry about. Your city’s industries 
are non-specific and homogeneous, consuming nothing but 
water and electricity, and producing nothing except money 
and pollution. As long as you have enough of each of the 
three zones, your city will work... at least, at first. 

Tax returns 

Once your population has grown sufficiently for your city to be 
considered to be an economy, you start to realise where the 
detail of the game lies. Managing the economy of the city 
occupies your entire time, deciding how much to tax the citizens 
and how much to pay the firemen. The decisions which you 
make about the actual building of the city are ail global in 
nature. Apart from specific utilities such as schools, police 
headquarters and water pumping stations, all you decide is what 


Once you’ve built a city, you can let the evil aliens loose on it 


TWEAKIWe AND FINE TUlWlUG they are or what they do. 

Since you have no control 

over what businesses go where, you don't really care either. 

What you get is a graphical representation of a machine for 
generating money. As long as you have a good supply of water 
and power, and the right balance of zones, the rest of the game 
consists of tweaking and fine tuning. As in all the previous 
games in the series, traffic will soon become your number one 
headache, and trying to make enough money to run a public 
transport system will have you swearing at your monitor screen. 
It all makes you wonder why we live in cities anyway. It must 
be the nightlife... 

Sleeping partner 

The economics of the city are incredibly complex, and you can 
easily find yourself running into a wall of mounting debt. It can 
prove enormously frustrating to build what looks like a really 
cool city, only to have it fall into decay because you borrowed a 
little too much money early on. For most people, being 
chronically short of money is too much a part of the real world 
to provide an entertaining diversion. Every time I looked at the 
balance sheet for my city I was reminded of my last statement 
from my bank, one recollection I can well do without. I suppose 
that you could argue that this is supposed to be a simulation, 
and that it reflects the chaos theory reality of complex 
economic systems, but I would probably be asleep before you 
had finished. Cliff 


There have been several good city-building games around recently, but the ones I would choose as a comparison to Sim 
City 3000 would have to be Caesar Iff and Anno 1602. Both of these games provide a level of involvement which is 
missing from Sim City. In both games you have to provide the chains of production from raw materials to finished 
products, and in both games the careful planning and layout of each building in your city are crucial. They both have 
much better graphics as well with beautifully detailed landscapes and buildings. The other games also have well- 
developed economic systems, but solving the problems facing your people is a lot more satisfying, and not such an 
exercise in accounting. Standing against such classy opposition, Sim City 3000 looks rather dull and uninteresting. 



PlayStation ##000 

Sim City was eventually released on the 
PlayStation, so it’s just about possible 
that SC3000 will also make the jump. 


MB 4 _ 00000 



GAME NAME 

GRAPHICS 

SOUND 

PLAYABILITY 

OVERALL 

Out of lOO 


Sim City 3000 

68 
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FORMAT N64 

PUBLISHER Codemasters 


DEVELOPER In-House 

STYLE Arcade Racer 


RELEASE March 


PRICE 


£39.99 


PLAYERS 


RUMBLE PAK 


Yes 


MEMORY PAK 


Yes 


EXPANSION PAK 


The gameplay that the Micro 
Machines saga has become so well 
known for is immediately evident in 
its new N64 incarnation - bright, 
colourful graphics, superb 
presentation, and a huge bump up 
with the aid of the analogue N64 pad. 






he Micro Machines series began its life on the 
Megadrive, Its success has been great enough to carry 
the game forwards through multiple formats, and even 
now it’s still going strong. Micro Machines V3 was the 
first game to break the 2D barrier - released on the PlayStation 
two years ago, it is still a game that is often removed from the 
cupboard at home to accommodate those frantic multiplayer 
sessions. Games like these don’t die easily. 

Now that game is making a long overdue transition to the 
N64, but with all the technological advancements made in 


the wait, some who have already played the PlayStation (or 
the PC) version may be disappointed at the apparent 
similarity of the titles. Overhead racers have always been a 
popular genre since the 8 and 16-Bit machines; what 3D 
third-person racers had in graphics, the top-down titles more 
than made up for in playability and sheer fun. One problem 
the genre tends to throw up today is the lack of detail in the 
levels and general uninspiring graphics - Codemasters have 
easily overcome this by default. Racing a vehicle the size of a 
pencil sharpener gives the programmers a huge amount of 


Since the old Megadrive days, Micro Machines has gone 
from strength to strength. The translation into 3D was a 


success, but how will it hold up on the IVI64? 


big 


Stray too far of the marked track and you will explode when you rejoin it, but exploring can often reward you with secret bonuses 



Total CONTROL issue 5 March 1999 





















































































































TOMMY TANK 


QUALITY CONT 



The variety of vehicles in the game is as impressive as that of the tracks 
- they all handle differently and each will take a while to get used to. By 
far the best of them all is the tank; with this you also have the added use 
of its cannon at your disposal. The other vehicles can also be powered 
up with bonuses found along the track such as rockets, mines, and even 
a huge bonnet-mounted mallet. What more could you ask for? 



scope for interesting level design; the courses all take place 
over everyday terrain - school desks, snooker halls, science 
labs, ponds and back yards are just a few of the enormous 
selection. Each individual environment contains a number of 
separate tracks, the total number of which is colossal. Some 
of the areas in the game are much better than others; races 
that take place on desktop and snooker tables are far superior 
to those on the breakfast tables and beaches “ a lot of this 
comes down to the speed at which the courses are raced. You 
often need to be extremely accurate, and, because of the 
viewpoint, you have a very limited time to make the 
adjustments. This usually leads to the annoying and non¬ 
arcade idea of having to learn the tracks before achieving 
success. It's not a problem that occurs too often, though, and 
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bonus cars range from high-class sports cars to troop carriers, 
to hippie vans, and even ice-cream vans. If you want to up the 
stakes on a multiplayer race, you can choose to race each other 
using a prize car, and the winner will take his opponent's 
vehicle. This is a pretty cool idea, though obviously aimed at 
the younger audience. 

Right about now 

The improvements over the PlayStation version are 
noticeable, but they are by no means as noticeable as you 
would expect for a game appearing two years later on a 
superior console. The graphics have been tweaked, now 
looking much better with some nice effects to boot. The 
frame rate and speed of the game on its highest setting is 


THE RANGE OF MUtttPtAYER MODES ENSURES A tONG AND PROSPEROUS GAME LIFE. 

NUCRQ MACHINES 64 TURBO IS ESSENTIALLY A PARTY GAME. AND A VERY GOOD ONE AT THAT 


if you turn the game's speed setting down too low, you’ll only 
have trouble with certain tracks. Still, this is an inconsistency 
that Codemasters should have ironed out a long time ago. 

Eight'way plug 

The biggest elemental gimmick to the Micro Machine age was 
its huge multiplayer appeal; this is still a major part of the 
game with the option of a eight-player race using pad share. 
The range of multiplayer modes ensures a long and prosperous 
game life. Micro Machines 64 Turbo is essentially a party game 
- and a very good one at that. The only problem with it is 
trying to get seven of your mates crowded around your TV, but 
that can often be equally as entertaining. 

There is also a strong character element in the game - 
winning certain races can result in a prize car reward. These 


impressive to say the least, but when you compare it to 
Psygnosis’ recent WipEout 64, the technical side of the 
game appears distinctly withered. 

Owners of both an N64 and either a PC or PlayStation with 
a version of the game would be advised not to go rushing out to 
buy this expecting a totally different version. But if you do not 
yet own a copy of this classic game then Micro Machines 64 
Turbo is the best version available so far. Will 
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One of the most annoying 
parts of the game involves 
traversing two tables over a 
very thin bridge. You need 
to memorise all of the 
points like these 


OTHER FORMATS? 


BQ 


The PC version has been available for 
the best part of a year, and should 
definitely be sought out if you have not 

yet done so already. 


PlayStation 


Micro Machines \/3 has been available 
on the PlayStation for roughly two years. 
It’s not quite as good, but who cares? 


Dreamcast 


o o o o o 


Although a conversion of this particular 
Micro Machines instalment is highly 
unlikely, if a new series ever arose, a 
Dreamcast release would be a certainty. 


VERDICT 


GAME NAME Micro Machines 64 


GRAPHICS 


80 


SOUND 


80 


PLAYABILITY 


91 


The snooker table courses are a favourite of the Total CONTROL team, but most of the other tracks are equally as well-designed 


OVERALL 

Oiit of 100 


Qtr 
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Tom Clancy’s Rainbow Six was one of the first 
titles to step away from the formula that Quake 
set for the first person shooter. The first 
mission pack promises more of the same... 








The quality of Eagle Watch's graphics adds a great deal to the atmosphere. The lighting, for example, works brilliantly to add to the game’s already tense feeling 



More Rainbow Six - great. Might 
take a little while to get used the 
different style of gameptay after all 
those Half-Life sessions, but should 
make a welcome change... 



FORMAT PC 


PUBLISHER 

Take 2 Interactive 

DEVELOPER 

Red Storm 

STYLE 

First-Person-Shooter 

RELEASE 

Out Now 

PRICE 

£17.99 

PUYERS 

1-8 

PROCESSOR 

PI 66 P233 

MEMORY 

1SMB 32MB 

DISK SPACE 

100MB 

30 ACCELERATOR Optional 


I i ne of the more innovative titles of last year was 

111 ^ 3 inbow Six. The game took the first person genre 
I (shock) did something different with it Not 

«-—J content to follow the trend of trying to oui-Quake, 

Quake, Rainbow Six went for an ultra realistic angle - in 
other words if you are shot with a bullet, it would kill you. 
This idea alone changed the whole approach to the game 
and for the first time, staying alive became more important 
than killing enemies did. 


One man’s terrorist... 

For those of you not aware of Rainbow Six, here’s a recap: it’s a 
first person game with a strong element of strategy and realism. 
The game is mission based and players take control of a team of 
commandos made up from the elite of the SAS, Navy SEALS and 
other such specialist anti-terrorist units. Because of the one hit, 
one kill situation, stealth becomes a priority as does planning and 
strategy; if you want a gung-ho shoot 'em-up then you should look 
elsewhere - Rainbow Six is the thinking man's Quake. 



The levels take their inspiration from real life locations. The Taj Mahal (above) makes a welcome change to the usual embassy levels 
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QUALITY CONTROL. 



Real life locations are included for the first time in Eagle Watch and it’s 
great fun just exploring them. Fancy a deathmatch in the Houses of 
Parliament or in the Forbidden City? Well, with Eagle Watch it’s possible 





One of Eagle Watch’s strong points is the atmosphere that the game generates. It’s great fun just exploring levels and admiring the scenery on sho\A/ 


Before each mission, you are given a full briefing of your 
objectives and are allowed to select a number of men (and 
women) for the mission. Each of these has his or her own 
attributes and are rated on these; some have good accuracy 
while others are faster and others are good with bomb defusal 
and so forth, it is important that mission briefs are well read, 
as the selection of your team members is vital for your mission's 
success. Once team members are selected, you then have to 
plan your attack. You do this by splitting your team into groups 
and outlining waypoints and go-codes. You now have the ability 
to control the mission from a simple set of spoken commands, 
each instructing the parties to engage the enemy. The whole 


IT IS THIS mPMJY OF mmsmMB 




k t ; 


iw PARTi eo i,jM.,mm 


AlCES RAIRIBOW SIX BETTER THAM AMY OF ITS RIVALS 


interface works exceptionally well, apart from the fact that the 
Al controlled players don’t seem to be that good and considering 
that they are the cream of the world’s anti-terrorist forces, 
they’re a bit lame realty. It is often better that you take one man 
in at a time which kind of defeats the whole point of teams now 
doesn't it? This aside, though, there is very little to fault with the 
gameplay of Rainbow Six: Eagle Watch, and the tension that 
has been created is quite unlike anything else. 

Is another man’s freedom fighter 

Part of the beauty of the game is that it takes place in the real 
world, with real weapons and with realistic scenarios. This 
gives the developers a great starting point for designing the 


missions which take place in locations such as Cape Canaveral, 
the Houses of Parliament (including Big Ben) and the Taj 
Mahal. How many games have allowed you to run around 
England’s highest seat of power, with machine gun in hand, 
attempting to rescue some dignitaries? Not too many I imagine, 
but that is what makes Rainbow Six and, indeed this mission 
pack, so involving. 

It is this variety of missions and its different approach to 
the gameplay in particular that makes Rainbow Six better 
than any of its rivals. The combination of using stealth and 
cunning and having reactions and eye co-ordination that 
would test even the best Quake player that makes this game 

a winner. There is very 
little here that wasn't 
seen in the full game - a 
few new faces and weapons and slightly improved textures 
but then that's not important when the game’s design is as 
good as this. For anyone who loved Rainbow Six, this 
mission pack will offer you a massive challenge ~ it’s even 
tougher than the first and that’s just on the lower skill 
setting. Up this setting and missions become more complex, 
with more objectives to be met. Oh yes, and the terrorists 
also become even better shots. It's true that there are only 
six new campaigns here but the intensity and difficulty of 
these is to be admired. Of course, you’ll need the original 
Rainbow Six to play this excellent add-on, but if you’ve 
already sampled the delights of that then you’ll not need 
prompting to buy this. Nick 



Teamwork plays an important role in the game. Organising your men and planning your assualt correctly is vital to success 



Realism is the key to Eagle 
Watch’s success - the 


soldiers even ’breathe’ 



PlayStation o o o o o 

Although Rainbow 5/x is due for the 
PlayStation this year, it is highly unlikely 
that this particular mission pack will be 

released for it 

N64 o o o o o 

Same goes for N64 - Rainbow Six will be 
coming to your console later this year but 

not this mission pack. 

With the success of Rainbow Six there's 
a good chance for a sequel - expect 
this, rather than the original to appear 

on Dreamcast. 



GAME NAME 

GRAPHICS 

SOUND 

PUYABIIITY 

OVERALL 

Out of too 


Eagle Watch 

85 

70 


80 
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When you’re sacked after two 
friendly games because you haven’t 
increased your squad, you start to 
wonder about the fairness of fife. 

But hey - at least Gremlin have 
captured the entire ruthless essence 
of those devils in the boardroom. 





Golden Boot? Or just the boot? 

Premier Manager 99 goes under the 
management microscope... 


INFORM AT!0N 

FORMAT 

PlayStation 

PUBLISHER 

Gremlin 

DEVELOPER 

In-House 

STYLE Football Management 

RELEASE 

Out Now 

PRICE 

£34.99 

PLAYERS 

1-4 

ANALOGUE 

No 

DUAL SHOCK 

No 

MEMORY CARD 

One Block 


N OW, I'm one of these sad footiholics who spends his 

Sunday afternoon down the pub watching Sky, and the 
rest of the day trying to emulate what I've just seen 

..nii[il with a Playstation and a notepad. I can't get enough of 

it - so when a relatively established football management 
franchise such as Premier Manager comes along with its latest 
offering, a tingle of tuke-warm excitement shoots through my 
joypad into my RSI damaged wrist. 

But I'm an angry man. Premier Manager 99 is not the kind 
of game that one expects from the Actua team. The sparkle has 
gone, Where exactly is hard to say - but in footballing terms it 
seems to be the way of Chester City, Oxford United, and 
Portsmouth, and that’s rapidly into liquidation. 


Play up Pompey 

Right it's time to be specific then and first things first: Why is a 
non-Premiership manager endorsing the game? Forgive me if 
I’m wrong - but doesn’t Kevin Keegan manage a second 
division team? Granted, they have ‘loadsamoney’ and 
aspirations that only the owner of Harrods could install, but 
Fulham are still two divisions away from the top-flight. Maybe 
I’m just being pedantic (well it is my job), but attention to 
detail matters. Likewise, I noticed that Portsmouth apparently 
play at Fratton Road. Wrong! They play at Fratton Park (for now 
anyway - they’ll be playing the harp soon). So, please, please, 
please, can’t somebody who actually knows something about 
football be employed to research these things? 
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QUALITY CONT 




Initial impressions of the highlights are good. Barry Davies bleats his lines out with 
surprising passion, and if you happen to be in another room draping your washing on the 
radiators, it almost sounds as though a real match is going on in your front room. Oh yes ~ 
it's all well and good for a while until you realise all the action is stored, and the same 
animations reappear three games later. Eventually you know exactly when you're going to 
score and when you’re not, thus the highlights lose all appeal, and poor Barry is consigned 
to oblivion. 
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My next gripe regards the highlights. Now, you don’t have to 
watch them - you can just skip through and see an ultra fast 
text-version of the match, but it’s always satisfying to see how 
great your goals are right? So, with high hopes the match kicks 
off: Barry Davies sounds on good form, and the synchronisation 
is perfect - there's absolutely no babbling half-an-hour after the 
ball’s in the back of the net. It all seems spot-on, with the 
players performing a whole host of tricks and flicks in glorious 
3D. Sadly, after a couple of matches it soon dawns on you that 


the highlights are repeating themselves. Now, this is a real 
shame. I was literally punching the air with joy whilst watching 
those first few scorchers - and to be brought to earth with such a 
heavy bump..? Well, it's almost like being a Newcastle supporter. 

Cheesy 

An aspect of PM99 that does appeal is the option to carve 
yourself a career in Italy. Obviously it’s pretty much the same as 
a career in rain-soaked blighty, apart from the fact that the 
Italian directors are even more bombastic than the English - but 
hey - it’s nice to have a choice. Oddly, Barry Davies' 
commentary also appears in the Italian league though (!?). Why 
couldn’t an Italian commentator lend his histrionics? Or maybe 
somebody like channel 4’s Peter Brackley? 


That aside, all the usual gubbins are there: stadium 
improvements, ticket prices, training - you know the kind of stuff 
- you’ve seen it all before. The only real difference I can see 
between this and PM98 is the updated player list. Mind you, in 
that department we do have a small glimmer of originality - 
small pictures of players actually accompany their statistics on 
the transfer market. Trouble is even then not all the pictures are 
there. It’s instances like this that reveal a hint of a rush job... 

One feature that does remain from early versions is the 

multiplayer option. Up to four players can battle it out 
in the league of their choice, and if you have some 
friends who happen to be as footy mad as you, this 
type of game can be extremely rewarding, especially if you 
happen to meet in one of the cups. Unfortunately it does take a 
hell of a long time to get through a season playing this way, so 
you better make sure you cancel all social appointments until 
the year 2000. 

Going down? 

Overall, PM99 is big disappointment. Almost every section of the 
game appears good on the outside, but manages to show its true 
colours very quickly indeed. This is certainly a case of hopes 
dashed, but maybe I was expecting too much. If you have PM98 
then steer clear, this is barely different. On the other hand, if you 
are desperately searching for a football management game, you 
will doubtless forgive PM99's many shortfalls. Keith 


YOU OOIMT HAVE TO WATCH THE HIGHLIGHTS - YOU CAI\I JUST SKIP 

THROUGH AMD SEE AW ULTRA FAST TEXT-VERSIQM OF THE MATCH 



Players fronn leagues all 
over the world are available 
to buy 



PC _ • ft • • • 

This version is a simultaneous release as 
far as we can gather. It should be on the 
shelves by the time you read this. 



O O O O O 


Gremlin's only N64 game to date is Body 
Harvest. There is certainly no version 
planned for the first half of this year. 

Dreamcast o o o o o 


Erm, I really don’t think so, but we’ll 

keep you informed of any 
surprise developments. 
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Enhancements include the easy to use menu screens and and admirable number of players. However, the game lacks depth 



GAME NAME 
GRAPHICS 
SOUND 
PLAYABILITY 


Premier Manager 99 

72 

84 

65 



OVERALL 

Out of 100 
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They may not be quite as totally nails as our own SAS, but Delta 
Force are Americans elite anti-terrorist squad. Show thenn how it 
should be done in this new title from INIovaLogic. 













It is very easy to get into Delta 
Force. The essential controls you 
need to get going are intuitive, and 
at first you just play it like Quake. 

But after a quick look at the manual, 
you start to get a lot more out of it. 
Before long you are running from 
ditch to ditch, just like the real thing. 



FORMAT 

PUBLISHER 

DEVELOPER 

STYLE Fir 

RELEASE 

PRICE 

PUYERS 

PROCESSOR 

MEMORY 

DISK SPACE 

3D ACCELERATOR 


PC 

IMova Logic 
In-House 


-Person Shooter 


Out Now 


£34.99 


1-32 


PI 66 P200 


32MB 


281MB 
Not Supported 


i l A fI office have been venting their 

Iflf I network games of Half-Life, I’ve been 

1 y ^ I taking on more serious missions with the elite 

commandos of Delta Force. By night or day, I’ve wiped 
out drug barons, rescued hostages, and called in artillery strikes 
on fortified positions. Taking advantage of natural cover, I've 
crawled up to within a few feet of a sentry, then dispatched 
him with a knife, or taken out an enemy patrol with a sniper 
rifle at a range of over a thousand metres. 1 never considered 
myself to be the gung-ho Rambo type, but this game has 
turned me into a lean, mean, camouflaged killing machine. 

Going to ground 

There have been a couple of good first-person commando games 
released recently, the best of them being Spec Ops from Take 2, 
and Tom Clancy’s Rainbow Six from Red Storm, both highly 


regarded games. They both featured realistic v^/eapons and well- 
designed missions, and they both used accelerator-friendly 
textured polygon graphics engines. Delta Force from Nova Logic is 
different. It also has accurately modelled weapons and missions 
based on real world situations, but its graphics engine is based 
on an entirely different technology. NovaLogic’s patented 
VoxelSpace 3 terrain graphics system produces a landscape 
which is organic, realistic, and totally suited to a game of this 
sort. Rather than running over flat ground made up of 
interconnected triangles, in Delta Force you can hide in hollows 
and ditches, lie prone behind the brow of a hill, and crouch for 
cover in the undulations of a what looks and feels like a real 
landscape. Previous versions of VoxelSpace, as seen in 
Nova Logic's Comanche helicopter simulator, have been limited to 
256 colours, but the third generation product has been improved 
to give full 16-bit colour, and the results are spectacular. 



Delta Force soldiers specialise in close-quarters combat, and this game puts you right there with them in the thick of the battle 
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Home on the range 

The voxel-based system is unfortunately incompatible with 3D 
accelerator boards, but this is outweighed by the benefits of 
the system. Due to the memory requirements of the texture 
maps, in most textured-polygon systems there is a limit to how 
far you can see in the 3D world, and beyond that distance you 
will see only fog or emptiness. In many games this range is 
the equivalent of only seventy metres. In Delta Force you can 
see literally for miles. The voxel system is a lot less memory- 
dependent, so the entire huge map can be rendered at once. 
One of the weapons in the game is a powerful sniper rifle with 
a range of fifteen hundred metres, and you can really use it at 
that range. The targets may be small at such a huge distance 
- even with the telescopic sight - but you can still hit them. 


The Al controlling the enemies is very good, and gets 
sneakier still on the harder game settings. Enemy patrols will 
vary their routes, and sometimes double back and surprise you. 
The line of sight programming also works very well. If you 
silhouette yourself against a skyline, you will be spotted at a 
much greater distance than if you sneak down a hillside taking 
advantage of the cover. 

Choose to accept it 

After a while, you get the knack of playing the game the way it 
was meant to be played. Each mission is carefully designed, and 
although challenging, they are possible. You have a lot of 
flexibility in the execution of your missions since only the goals 
are fixed. You have the freedom to select which weapons you 

will take, and once on 



You have the final say over 
which weapons you will take 


I 




TOTALLY SUITED 


^ the ground you have 


Unfortunately, this also means that they can hit you as welt, 
so remember to keep your head down if you want to keep it on 
your shoulders. 

The art of not being seen 

The characters moving in this sophisticated terrain are fully motion- 
captured. You can play Delta Force from either first or third-person 
viewpoints, and if you are watching your character or the enemy 
soldiers moving about, you cannot help but be impressed by the 
quality of the animation. You have a number of movement options - 
you can stand, walk or run {either fully upright or in a crouch), or lie 
prone and crawl on your belly to keep a low profile. Stealth plays a 
big part in this game - with your camouflage you can sneak right up 
to an enemy and take him down quietly with a knife. If you lie still, 
even a sentry who looks in your direction may miss you. 


complete freedom to 
ignore the assigned route and pick your own path to the target. 
As long as the mission objectives are met, it doesn't matter if 
you don't engage the enemy at all. In fact, the less contact you 
have with hostile forces the better. This isn’t a Quake clone, and 
you don't have to run in with all guns blazing. There are no 
health pick-ups, and a couple of shots will kill you very dead, 
just like in the real world. 

You also have to remember the other members of your 
team. In the single player game, you will have several 
computer-operated team-mates who will move into supporting 
positions and give you covering fire. In the multiplayer game, 
playing over NovaLogic’s NovaWorld server, you can play 
alongside or against over thirty other players. 

This is a highly addictive game which doesn’t need a 
monster PC to deliver a huge amount of fun. Cliff 


on your next mission 



Impossible, I’m afraid. The dedicated 
30 hardware inside the old grey box 


is incompatible with a VoxelSpace engine. 

N 64 _ o o o o o 

Again, not a chance, and for the same 
reason, Dedicated chipsets need a 
particular type of 3D programming to work. 

Dreamcast g • o o o 

Hmmm... Well it's a million to one, but it 
just might work. The superior power 
of the Dreamcast could win again. 



The full sixteen-bit palette gives the graphics superb depth and realism, and the Voxel engine makes the terrain much more lifelike 



GAME NAME _ Delta Force 

GRAPHICS _86 

SOUND 82 

PLAYABILITY 
OVERALL 

Out of 100 
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Ten minutes in and you’re wondering 
why has this been re-released at full 
price - surely Half-Life is more than 
enough for people to be getting on 
with? And then you realise it’s a Star 
Wars game, and suddenly everything 
is all right again... 




With the recent re-release of these classic Star Wars 

titles, you’d think that there was a new film just around 
the corner... There is? Oh, I must be the only one who 
hasn’t heard about it... 








FORMAT 

PC 

PUBLISHER 

Activision 

DEVELOPER LucasArts 

STYLE First-Person Shooter 

RELEASE 

Out Now 

PRICE 

£29.99 

PLAYERS 

1-8 

PROCESSOR 

PI 33 P200 

MEMORY 

16M8 32MB 

DISK SPACE 

150MB 

3D ACCELERATOR 

Optional 


ith all the quality first-person shooters around at the 
moment, it seems a little strange that Activision 
would want to release a (relatively) dated game in the 
same genre. It seems even stranger when you realise 
that this repackaging of Jedi Knight is full price and you can 
already obtain this sequel to Dark Forces on budget. However, 
the main selling points here are that the game is a) a Star 
Wars license and b) comes packaged with a mission pack: 
Mysteries of the Sith. 

Jedi Knight begins a short time after the end of Dark 
Forces and sees the return of that game's hero, Kyle Katarn. 
As the game begins, you learn that your father has been 
murdered by Jerec, one of seven dark Jedi, who is on a quest 
to uncover a lost Jedi burial ground and unlock the Force 
energy of a thousand dead Jedi. Obviously, he has to be 
stopped, and you are the one chosen to hunt him and his 
allies down. 



A walk on the dark side 

This is the big difference between this game and its peers - it 
allows you to learn and use Jedi powers. What powers you 
learn depend very much on which path you take - the dark 
side or light side of the force. Good powers include abilities like 
heal, persuade and pull, while the dark side offers lightning, 
Vader’s famous grip move and deadly sight (hurts anyone in 
your field of vision). After each level you are awarded a number 
of force points. These can be allotted to whichever ability you 
choose. This choice determines whether or not you take a walk 
down the dark side. 

The game itself is designed as level-based, with each level 
demanding that players meet a certain number of objectives. 
These vary from simply reaching a place to collecting objects 
and meeting people. This is one of the endearing features of 
Jedi Knight; it does, to a certain extent, make you use your 
brains a bit. As such, this game could not be described as 
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Whilst the game environments lack the detail of Ha!f-Life, the levels are large and, best of all, feature many of the scenes from the films 

competitors is that it is a Star Wars game. We must have said 


linear and is closer to Half-Life than Quake H in that respect. 

The strong storyline of both of the titles is something that 
sets the game aside from the rest of the stuff on the market; it's 
not long before you become once more embroiled in another 
Star Wars fable. The whole feeling is more akin to the comic 
books rather than the films, but then with no more films until 
the summer, this will do for now. Commendably, the game 
manages to recreate the Star Wars universe without too many 
samples from the films - something which LucasArts are prone 
to doing with these games. 

Laugh it up, fuzzball 

The downside of Jedi Knight, as is the case with all re-releases, 
is that graphics have moved on a fair bit in the 18 months 
since it was first released. At the time, before Quake II, this 


was state of the art stuff and had a few games journos 
describing it as the best-looking game ever. Nowadays, though 
the texture detail is poor, as are the character models, and on 
the whole the game looks a little shabby and devoid of details. 
Jedi Knight doesn’t look that bad, but by today's Half-Life 
standards it is more than a little way behind. 

However, Jedi Knight’s big advantage over all of its 


this before, but a Star Wars license can add a great deal to a 
game - especially when it is done this well. Interestingly, Jedi 
Knight’s cut scenes are a mixture of both live footage and CG 
animations and, although a little cheesy, are a welcome 
addition, underlining of the game’s heritage. 

One of the big parts of Jedi Knight is the multiplayer 
game. After the success of Quake on-line, LucasArts have 
attempted to surpass that game, adding a host of new 
features. Your Jedi powers play a big part here, and as such 
the game offers a distinctly different experience to that of 
Quake et al. And despite the game’s age, there are still 
enough fans to fill some decent enough servers - well worth a 
bash if you have on-line capabilities. 

At the time of its release, Jedi Knight was an excellent 

game. By today’s standards it 


is still very good and offers an 
extremely immersive Star Wars 
experience. The Jedi powers give the game a depth unrivalled 
in the genre, and although the graphics are dated, Jedi Knight 
still manages moments that will wow the player. The package 
of the original game and the mission pack (more of the same 
but with better graphics) is not excellent value for money, but it 
is a great buy if you’ve never played these before. Star Wars 
nuts will love it! Nick 
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WAL AND THE tVliSSION IS IMDT 


VALUE FOR MONEY, BUT IT IS A GREAT BUY IF 



PLAYED 




MYSTERIES OF THE SITH 


As a bonus to the main game, Activision have bundled the excellent mission pack, Mysteries of the Sith. This is really another Jedi Knight game in itself, only 
this time the player takes control of both Kyle and Mara Jade. The story follows the theme of Kyle's temptation by the dark side and Mara’s rescue. 



Many of your favourite Star 
Wars vehicles pop up from 
time to time 



PlayStation 


o o o o 


Dark Forces made a (ahem) sloppy 
appearance on the PlayStation, but this 
is very unlikely to be released. 


N64 


o o o o 


Pretty much the same goes for N64, but 
then you’ve got two exclusive Star Wars 
games to look out for when the new 

movies arrive. 


Dreamcast 


o o o o o 


Too old for the Dreamcast, but don’t be 
surprised if you see Dark Forces 111 on 

Sega’s console, 



GAME NAME 


Jedi Knight 


GRAPHICS 


70 


SOUND 


80 


PLAYABILITY 


75 


OVERALL 

Out of 100 


75 
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The second sequel to the classic Civilization has 

arrived, and though Activision may have the 
name, Sid’s still got the gameplay. 


Having played Civilization I and II 
more than any other game, I 
naturally found it easy to get into 
Alpha Centauri. But having said 
that, I don't think anyone would 
have a problem with it. You start off 
on the easy stuff, but you keep 
finding new bits. The game is a 
delight to play, and just as hard to 
put down as the original. 




FORMAT PC 


PUBLISHER 

Electronic Arts 

DEVELOPER 

Firaxis 

STYLE 

Turn-based Strategy 

RELEASE 

Out Now 

PRICE 

£39.99 

PUYERS 

1-6 

PROCESSOR 

P150 P266 

MEMORY 

15MB 32MB 

DISK SPACE 

100MB 350MB 

3D ACCELERATOR Not Supported 


often think that the world would be a better place if 
we were to round up all the lawyers, drop them down 
an abandoned mineshaft, and leave them to spend the 
rest of their lives happily suing each other. In an act of 
unmitigated stupidity, a bunch of fools in pinstripe suits have 
decreed that since Sid Meier and Brian Reynolds split from 
Microprose, they can’t call their new game Civilization III. 
Activision, who are the new owners of Microprose, have been 
granted the rights to that title which they have used for their 
own attempt at a sequel, Civilization: Call to Power. It's not a 


bad game as far as it goes, but they’re not fooling anyone. Sid 
Me/er's Alpha Centauri, developed by his own company Firaxis, 
is unmistakably the true heir to the Civilization crown, and all 
the corporate lawyers in the world can’t change that. 

To boldly split infinitives 

The original Civilization was released back in 1991, and I would 
guess that the majority of our readers have played either that 
game or the first sequel, which came along in 1996. The classic 
theme of building cities, developing new technologies, and guiding 




The design workshop enables you to create your own special vehicle designs and then upgrade your existing units to the new spec 
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These odd-looking characters are the seven faction leaders. You will nneet most of them during the course of the game, in the planetary council and over the phone 




1984 Solo Flight 

1984 Hellcat Ace 

1985 Silent Service 

1985 NATO Division Commander 
1985 Conflict in Vietnam 
1985 Crusade in Europe 
1985 Decision in the Desert 
1987 Sid Meier’s Pirates! 

1987 Red Storm Rising 

1988 F-19 Stealth Fighter 

1989 Gunship 


1990 Sid Meier’s 
Railroad Tycoon 

1991 Sid Meier’s Civilization 
1991 Sid Meier’s Covert Action 

1993 CPU Bach 

1994 Sid Meier’s 
Colonization 

1995 Sid Meier’s CivNet 
1997 Sid Meier’s Civilization II 
1997 Magic: The Gathering 
1997 Sid Meier’s Gettysburg 


your growing culture through six thousand years of hunnan history 
is what make the games so utterly addictive, and that theme is 
recapitulated and expanded upon in Alpha Centauri. The storyline 
takes up where Civilization left off, with the arrival of the first 
human colonists on a planet orbiting out nearest stellar neighbour. 
All did not go well on the colony ship. The hibernation 
system was damaged, and the crew awoke early. The seven 
expedition leaders disagreed over which course of action they 
should take, and as a result the colonists split into seven 
different factions, each with their own political agenda. You have 
the Greens, the Despot, the Scientist, the Mogul, the Survivalist, 
the Fundamentalist, and the Humanitarian. These factions split 



chosen goals, and then leave the city to run itself automatically. 
This approach works well if you are more into military conquest 
than science and technology, as you can concentrate on tactics 
and not worry about the cities. 

The option to use Al automation is present in many other 
aspects of the game. The 'Formers’, vehicles which do the job 
of Settlers or Engineers from the previous games, can also be 
set on automatic, and will trundle about building roads, farms 
and energy collectors while you get on with the important stuff. 

Made to measure 

One excellent new feature is the Design Workshop, where you 
can custom-build new units. Civ II was criticised for having too 
many different military units, which then became obsolete almost 
as fast as you could build them. Alpha Centauri circumvents this 
problem by allowing you to design improved units as new 
technologies become available, build prototypes, then upgrade 
existing units to the new specification. There are choices of 
chassis, power plant, weapons, armour and special features, 
from which you can construct unique vehicles for special jobs. 

Another bonus over Civilization II is the inclusion of a good 
range of multiplayer options. Alpha Centauri can be played over 
the Internet or a local network with up to six other players. 

Maps of distant lands 

The game maps are fully three-dimensional with an isometric 
perspective, and are highly detailed. This looks great, but 
during battles the undulating landscape can be confusing, so 
there is an option to flatten the map so that it resembles Civ II. 
You can also toggle the map grid on land and water, and at last 
you can, if you wish, see the city area boundaries on the 


ALPHA CEWTAOm ALLOmiS YOU TO DLSiCrM 


im' 


IMEQ yWITS AS P 



PROTOTYPES, THEiy UPGRADE EKISTIMG UNITS TO 



up shortly after landing, each one forming their own 
independent colony in different locations. You choose which of 
the factions you wish to play, and once again guide your chosen 
ones through the development of a planetary culture. 

Automatic for the people 

Many gameplay elements have been carried over from 
Civilization //, such as the isometric zoomable map view and 
unit hit-points, but Alpha Centauri also has many great new 
features. One, which makes the game a lot easier to play, is the 
addition of an optional Al ‘Governor’ for each city. You can, if 
you wish, bias the production of units and facilities towards your 


playing map. If you play a random map, you get a choice of 
five different sizes, which affects the length of the game. If you 
play on the largest size, expect to be busy for a month or more. 

The details of the map are superb. The city icons actually look 
like futuristic cities, and each faction has a unique design. There is 
no option for a close-up view of the city as there was in the 
previous two games, but there is really no need for it. You can see 
what your city looks like clearly enough on the main map. The 
landscape textures are also excellent, with a good range of colours 
and more detail than in most games. Even fully zoomed in, 
everything still looks good. Alpha Centauri is a truly great game, 
and a worthy successor to its classic predecessors. Cliff 



Water, water everywhere, 
but it’s full of weird alien 
beasties, so be careful 



PlayStation • • o o o 

Civ // is supposed to be appearing on the 
PlayStation sometime soon, so I guess EA 
will wait and see how that does before 

commitingto a conversion. 

IM64 o o o o o 

Hardly the sort of thing that will appeal to 
the majority of Nintendo owners. But then 
who would have guessed that Sim City 

would appear on the SNES? 

Dreamcast @ © o o o 

There are a whole load of games 
destined for Dreamland, and there’s no 
technical reason why Alpha Centauri 

couldn't be one of them. 



GAME NAME 

GRAPHICS 

SOUND 

PLAYABILITY 

OVERALL 

Out of 100 


Alpha Centauri 

83 


77 
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The phenomenally successful Quake II gets its third official 
add-on pack, but can a selection of new multiplayer mods 

repair the damage caused by Half-Life? 





It’s strange to think how old Quake 
If is now. Only a couple of months 
ago it was the game that occupied 
the office network almost every 
lunch-time, but Half-life has been 
merciless in its crushing of id's 
classic. Being obviously rusty after a 
few months neglect it took a while to 
get back into the swing of things, 
but as soon as I did the good old 
memories came flooding back. 


I 

INFORMATION 

FORMAT 

PC 

PUBLISHER 

Activision 

DEVELOPER 

id Software 

STYLE First-Person Shooter 

RELEASE 

Out Now 

PRICE 

£24.99 

PUYERS 

2-32 

PROCESSOR 

P90 P150 

MEMORY 

IBfVIB 32MB 

DISK SPACE 

45MB 

3D ACCELERATOR 

Optional 



uake II has now passed its first birthday, but it goes 
without saying that it has had one of the most 
prosperous lives of all PC titles. It almost managed to 
last for the full year as the number one multiplayer 
title to own, but Half-Life has stolen its glory in recent months. 
Quake if and its many mission packs have been confined to the 
Total Control cupboard gathering dust recently, but the arrival of 
the third add-on pack, Extremities, has been a new breath of 
life for the old multiplayer king. 

Friendly fire 

Extremities is not a mission pack - there are no new single 
player maps and no attempts to improve any aspect of the 
single player game. It is, as the title states, a Netpack, 
aimed solely at those of you with Internet or network 
capacity on your PC. Essentially it is a collection of various 
mods - add-ons to the game that allow you to play it in a 



slightly different way. There are ten in total, and all work 
with varying degrees of success. There are also 23 new 
deathmatch maps for the normal multiplayer game, a patch 
to upgrade your game to version 3.20, and a number of 
extra player skins and models. Everything on the CD has 
been created by Quake II fans from around the world (apart 
from the patch and a small number of the new levels), and 
all of them have been available on the Internet for some 
time, so those of you who have searched the Net for 
amateur expansions are likely to already have some of the 
items on the CD. 

The excellent quality of the programming on show is an 
example of the impact that Quake II has had on the gaming 
industry. Some of the amateur programming in the 
compilation is both excellent and innovative with some 
hugely original ideas being used. Mods are what the Netpack 
is really all about - there are ten in total, but variation has 
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Each new mod has its own selection of maps that have been specifically designed for the game. There are 92 in total, and all are superb 


obviously been one of id’s priorities when putting the pack 
together. Without enough space to go into any detail on the 
new games, these are the pick of the pack. 

Super mods 

Perhaps the most well-known mod of them all would be 
capture the flag. This, the most popular Quake (I Internet 
game, involves two teams battling to storm the enemy's 
base and retrieve the opponent’s flag. A huge number of 
points are scored when both flags are in your own base, but 


unless yours is there as well you'll be a sitting duck until 
another in your team brings it back. Capture the flag is the 
most instantly engaging mod to play. As with all of the 
games here, it works much better over a network because of 
the lack of any lag time. 

Jailbreak is another very good idea - another team 
game, but this time after each death you are respawned into 
the enemy jail where you must wait for your team-mates to 
free you. Should one team capture all the players, they are 
rewarded with a huge number of points, whilst the captured 
team are all respawned around the level again. 


Kick is the most bizarre mod in the pack. Set in a huge 
stadium, you spawn in your team’s locker room and move 
out onto a pitch with two goals on either side. On the pitch 
there is a ball which you must kick (by running towards it) 
into the opposing goal, scoring points for each goal. It’s 
much more difficult than it sounds, though, especially when 
considering the amount of ammunition in each locker room. 

Of the rest. Red Rover, a slightly more violent version of 
British Bulldog (this time you are usually hit in the head 
with a rocket, rather than only being pulled over by the 

school bully), QWar2 (see box out 
above), and The C.H.A.O.S. 
Deathmatch, which features a 
multitude of new weapons - most of 
which are superb - are also very entertaining. 

Essentially, though, this is basically Quake fl - the 
general feeling in the office is that it is time to move on. 
Half-Life’s multiplayer mode is far superior to Quake II in 
almost every way, and Extremities has arrived just a few 
months too late. If, however, you are one of a select few 
people who would choose to play Quake II over Half-Life, 
then this would be a very good buy - that is as long as you 
do not yet already own the majority of the mods. What most 
of us are really waiting for is the Half-Life Team Fortress 
mod, coming soon from Valve. Will 


THE EXCELLENT QUAtiTY OF THE PFtOGRAMIVIIlUG ON SHOW IS AN EXAMPLE 
OF THE IMPACT THAT QU^E II HAS HAD ON THE GAMING INDUSTRY _ 



QWar 2 is by far the most original idea in the pack. The player has no physical form, instead you have complete freedom to move around the level, as if it was 
full of water, through walls and even outside the level completely. From your base you can create a number of monsters, and then by clicking on them, then the 
position that you want them to travel to, you can move your army around the map, collecting cells to generate more creatures and eventually destroy the enemy. 
It’s an intriguing first-person real-time strategy, and by far the best mod to play with only two players. 
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New power-ups include the 
triple shot, shown above 



PlayStation 


o o o o o 


Since the PlayStation has no Internet 
connection and no version of the game, 
the odds are stacked against a 
conversion, but Quake II will be released 

on the format this spring. 


N64 _ o o o o o 

As with the PlayStation, there’s no 
chance for a conversion, but you will be 
seeing Quake H with its own four-player 
split screen option this spring. 


Dreamcast o o o o o 

Dreamcast owners shouldn't be worrying 
about Quake II. Quake III will be released 
on the PC in the next few months, and 
we wouldn’t be surprised to see that 
making an appearance on the Dreamcast 

in the future. 


I 

ii 

GAME NAME Quake II: Extremities 


GRAPHICS 

63 

SOUND 

82 

PUYABILITY 

89 

OVERALL 

Out of 100 
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Platform: NeoGeo Pocket Publisher; SNK Developer; In-House 
Style; Beat-’em-up Release; Out lUow Price: £29.99 Players; 1-2 Link Cable: Optional 




ne of the five launch titles for SNK’s 
new NeoGeo Pocket game machine, 
King of Fighters Round 1 is derived 
from the King of Fighters games on NeoGeo’s 
big arcade cabinet machines. It features a cast 
of twelve characters in four teams, each one 
with a range of special moves, both offensive 
and defensive. For such a tiny machine, the 
range of attacks is pretty amazing. Watching 
the tiny but beautifully animated characters 
leaping about on the machine’s five centimetre 
screen, you can’t help but be impressed by the 
programming. The only problem is that, due to 
the size of the figures on the screen and the 
speed of the action, it can get a bit confusing 
at times especially if both sides are using the 
same character. 

The game has four 
competition modes, two of 
which are only accessible with 
the link cable. On a single 
machine, you can play one-on- 
one fights against the CPU 
using any character, or a team 
battle mode in which you pick 
three fighters. Both of these 


modes are duplicated for link cable battles 
against another player, connecting two 
machines together for two-player action. Using 
just two buttons and the eight-way D-pad, 

King of Fighters manages to cram in almost as 
much action as beat-'em-ups running on full 
sized console machines. 

For a pocket console program, this Is a 
surprisingly complete little fighting game, 
which will provide hours of entertainment for 
one or two people. 

VERDICT: 82% 


SMK 



Platform; lUeoGeo Pocket Publisher; SlUK Developer; Yumekobo 
Style; Sport Sim Release: Out Now Price: £29.99 Players; 1-2 Link Cable; Optional 


ennis games have come a long way 
since Atari launched the first home 
games console back in 1974. If you 
could hop in a time machine and nip back 
twenty-five years, you would find me round at 
my mate Dave's house playing Pong on a black 
and white telly. If you’d shown that eleven- 
year-old me Pocket Tennis running on the 
16-bit NeoGeo Pocket, I would never have 
believed it. 

Pocket Tennis is a fairly straightforward 
game, with simple controls. You have a choice 
of eight characters and four courts. You just 
pick your favourite player for their combination 
of three attributes, decide whether you want to 
play a single game or a tournament, then 
you're away. Button A is a hard shot, button B 
is a soft shot, and you run around the court 
with the joystick. Nothing could be simpler. 

The graphics are well drawn and animated, 
and move around smoothly and quickly. The 


backgrounds are simple, of course, but pretty 
damn good for a hand-held. 

The computer opponent is good but not 
infallible, and with practice you can get a very 
enjoyable game out of it. It isn't as involving as 
King of Fighters Rl, but for easy playability it 
is hard to beat. 

Cliff VERDICT; 77% 






Platform: PlayStation Publisher: Sony Developer: Shift 
Style; Puzzle Release: Out Now Price: £39.99 Players: 1-5 
Analogue: No Dual Shock: No Memory Card: One Block 



evil Dice is a great, if slightly confusing puzzle 
game. The game is played by controlling the 
character situated on top of the dice. From there 
you can jump to an adjacent dice, if there is one available, 
or move by turning the dice over in one of four directions, 
thus showing a new face. Progress to the next level is 
achieved not only by turning over all the dice to a particular 
face, but also by lining them all up so that they are all 
joined together. 

The game works really well, it’s easy to get into and very 
difficult to put down, and the lack of any time limit means 
that you never feel too rushed, but each level allows you 
only a limited number of steps, so you can only flip each 
dice so many times. The down side of this is that many of 
the levels can be easily solved by trial and error - there are 
only so many combinations that you can try. There are a 
variety of other game modes, including a five-player battle 
arena where players attempt to score as many points as 
possible from a random generation of dice. 

Devil Dice is a great little puzzler. It’s not a particularly 
stunning title, but like its competition, you’ll find yourself 
returning to it again and again. 

Will VERDICT 78% 
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Platform; PC Publisher; Sierra Sports Developer; Monster Games Inc, 
Style: Racing Sim Release: Out Now Price: £39.99 Players: 1-8 
Processor: P133 P200 Memory: 32MB Disk Space: S5MB 3D Accelerator: Optional 


I 1^ I acing Simulations traditionaHy model 
I I themselves around Formula 1. Viper 

liiimii.. iiI Rdcifig \s 006 of 3 selGCt few titles to 

realistically model the sports car, and the idea has 
been pulled off very well. There are a number of 
realism options that hugely affect the game, the 
arcade mode is easy to get into, while the full 
blown simulation looks very detailed and accurate. 

Each player begins a career and can race in 
one of four leagues for as many seasons as it takes 
to finish first. Each position has its associated cash 


reward, so eventually you can upgrade the car, 
making it easier to progress to the next league. 

Graphically it’s fair to average, but there are 
some very nice effects on the cars - the damage 
modelling is especially impressive. Viper Racing 
works very well as both a detailed simulation and 
a more simple arcade racer, but at the same time 
it does not excel as either. Overall it’s a good title 
that will keep the majority of racing fans 
reasonably happy. 

Will VERDICT; 71% 




Platform: Gameboy Publisher; THE Games Developer; Victor Interactive Software Inc. 

Style: Farm Sim Release; Out Now Price: 19.99 Game Boy Colour: Optional 


Platform: PlayStation Publisher: Shade Developer; Arc Games Style: RPG 

Release: Out Now Price: £39.99 Players: One 
Analogue: Yes Dual Shock: Yes Memory Card: One Block 


S ost simulations model themselves around an interesting idea (see Theme 

Hospital etc.). Harvest Moon, on the other hand, is an attempt to 
simulate the life of a farmer. It may not be every man’s dream, but at 
least this way it involves a lot less work than the real thing. 

To begin with you must set about clearing the debris from your farm using a 
variety of tools and then plan your patches and sow your seeds. If you keep them 
all well watered they will eventually be ripe for the picking and can be sold at the 
market. A successful farmer will ultimately have a farm full not only of crops, but 
cows, chickens, sprinkler systems and the like. 

The most impressive feature is that everything has been crammed into the 
Game Boy cartridge, and there is a lot here, but because of its size only one 
game can be saved at a time. However, the gameplay quickly becomes repetitive, 
and you find that each day you must do exactly the same thing as before - 
watering the plants, laying out the food for your 
chickens etc. It's hard to think that there will be 
anyone who will not get bored of the tedious 
routines in less than a week. It’s still a game that 
you’ll come back too frequently, though, and if you’re 
looking for something a little bit different on your 
Game Boy, I doubt you’ll find anything to match this. 

Will VERDICT: 70% 





0 ith regard to the current plethora 

of RPGs for the PlayStation, it is 
becoming harder and harder for 
developers to provide us with things we 
haven’t already seen in other games. 
Unfortunately the same goes for The 
Granstream Saga. However, for true RPG 
fans, this game does distance itself 
somewhat from the rest of the crud by 
using an involving plot and varying 
characters - it has additional little things 
like drunken men hobbling around the 
towns at night who speak utter jibberish. 

The gameplay is another salvation 
for the game - the fights are well and 
truly sprung in your face and, unlike 
most RPGs, you get to walk around 
Virtua Fighter-sty\e and brawl, not, as 
is the case with many other similar 
games, stand around and trade 
consecutive blows with the enemy. If 
they had worked on the graphics 
enough to complement the gameplay 
and the story then this would be a hit 
beyond compare. Despite the in-game 
graphics, the cut scenes are good 
manga-based affairs, and the fight 
scenes show that somewhere in the 
game, someone spent some time 
modelling the characters. 

This game could’ve been better. Either 
way, if you're someone who cares not for 
the graphics but more the story, this is 
your game. 

Wayne VERDICT: 72% 
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BASEBALL SMS 


Platform; NeoGeo Pocket Publisher; SNK Developer; In-House 
Style; Football Sim Release; Out l\low Price: £29,99 Players: 1-2 Link Cable: Optional 

B ike most people on this side of the Atlantic, I know almost nothing about the finer points of 

Baseball, but I understand that it's quite popular in some countries. IVIy lack of knowledge is a bit of 
a disadvantage when it comes to this launch title for the NeoGeo Pocket, but not so much as to 
spoil the fun. This is a complex tittle game which involves the player at all levels, from team selection right 
through to actual play on the pitch (or ‘field’ as I believe it’s known). 

Of the four launch titles which we have in for review, this one has the most depth. There are twelve 
teams to choose from, and two different stadiums, but you can also use an edit function to build your own 
team from all the available players. 

On the pitch - sorry, field, you control batting, running, pitching and fielding at the appropriate times. 

The graphics of the game are, like the other NeoGeo Pocket games, surprisingly good. All the teams have 
certain strengths and weaknesses, and it is up to you to take advantage of these. The game gives you 
sufficient control that it becomes quite strategic after a while. For a tiny little cartridge in such a small 
machine, this has a lot of gameplay for your money. Even if you know nothing about baseball apart from 
how to spell it, you can get a lot out of Baseball Stars. Cliff VERDICT 81% 
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Platform; PlayStation Publisher: SCi Entertainment Developer; In-House Style; 3D Puzzle 
Release; March Price: £34.99 Players: 1-4 Analogue: Yes Dual Shock: Yes Memory Card: One Block 


ne of the oldest genres of computer 
games is the abstract puzzle. Such 
games as Tetris and Sentinel have 
become classics, and the genre continues with 
titles like Wetrix appearing late last year. SCi 
Entertainment, best known for the brilliant 
multi-platform hit Carmageddon, have entered 
the puzzle market with a snappy little game 
called Live Wire! which is being released on 
the PlayStation, PC and Colour Gameboy next 
month. 

As with most puzzle games, the basic 
concept is very simple, although the strategies 
involved can be enormously complex. You are 
in control of a small, colourful little bug who 
zips around on the lines of a square grid, 
leaving a coloured trail behind him (her? it?) If 


you draw a line around a square, it flips over 
and turns into your colour. The object is to 
have more squares of your colour at the end of 
the game. There are three other little bugs, you 
see, and they are trying to turn the grid their 
colour. They can be computer players or 
human controlled, but you still have to beat 
them. 

There are fifty levels in the game, split into 
five different themes. Some are truly bizarre, 
including a game of Space Invaders and a 
nausea-inducing fairground Pirate Ship ride. 
Live Wire! is bright, fast and colourful, and is 
highly entertaining. It will obviously appeal 
mostly to younger players, but is highly 
recommended nonetheless. 

Cliff VERDICT: 7 8% 
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Platform: PC Publisher; Psygnosis Developer: Intelligent Games Ltd. Style: Golf Sim Release; Out Now Price; £29.99 Players: 1-4 

Processor: PSOO P266 Memory: 32MB Disk Space: 500MB 3D Accelerator: Not Supported 


E oring, boring, boring. Sorry Psygnosis, but that, by 

definition, is the verdict of every golf game ever 
made. Once you've played the real thing then there is 
no video game that can hope to simulate the real experience 
of golf. 

It doesn’t help that almost every golf game since 
Leaderboard has had the same control method; one click to 
start the swing, one click to set the power, and one click to 
swing and set the fade and draw. Pro 18 World Tour Golf 
goes one step further, and on the third click you have to hold 


the button and release to set the amount of fade/draw. 

Apart from this, Pro 18 World Tour Golf is a below 
average golf game with poor 3D courses (there are only 
three) and a few pro golfers to play with or against. The 
control interface is badly designed and unnecessarily time- 
consuming. Overall the game is an unfulfilling experience - 
it's not even the same league as Tiger Woods '99. Even if 
you are a huge fan of golf on the PC, it’s best to stick with 
EA's game. 

Nick VERDICT: 3 5% 
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Platform; PC Publisher: Psygnosis Developer: Magenta Software 
Style: Arcade Action Release: Out Now Price; £34.99 Players: One 
Processor: P166 Memory: 32IVIB 64MB Disk Space: 20MB 3D Accelerator; Optional 



his game has been kicking around for a while, but is finally due for 
release this month. It has been touted as being a PC game similar to the 
PlayStation classic WipEout, also published by Psygnosis. This may 
make people want to buy the game, but I'm afraid the description is misleading. 
The only similarity to WipEout is the shape of the hover vehicle you pilot. In 
terms of gameplay it has far more in common with the early PlayStation title 
Tunnel B-1. You drive your tank around, and a variety of bizarrely shaped 
enemies do their best to stomp, blast and crush you into oblivion. The enemies 
have no At to speak of, they just move in and attack. 

The courses consists of a series of connected arenas, and once you clear one 
area of foes, it opens a gate into the next bit, where you have to do it all over 
again. The graphics are disappointing and unimaginative, and like the rest of the 
game, a bit crap. There is no real racing involved, and the rather tiresome 
method of controlling your vehicle makes the gameplay slow and cumbersome 
rather than fast and furious. The main gun of your tank has to be elevated or 
depressed to hit many of the enemies, which involves slow and careful aiming 
rather than the high speed dog-fighting which makes WipEout such a white- 
knuckle ride. In Eliminator, if you charge around at full speed you just miss 
everything, which is precisely what you should do with this game. 

Cliff VERDICT: 42% 




Platform: NeoGeo Pocket Publisher; SNK Developer: In-House 
Style: Football Sim Release; Out Now Price: £29.99 Players: 1-2 Link Cable: Optional 



very games platform needs to have a football game, and Cup 98 Plus is the 
NeoGeo Pocket's stab at the genre. This is another in-house project from 
SNK, and it is unfortunately the weakest of the four launch titles up for 
review this month. There are a couple of problems with this game, which make it 
difficult to get much fun out of. Because the screen of the NeoGeo is of course rather 
small, and the players are relatively large, you have no idea where most of your other 
players are, which makes it a bit tricky to pass the ball to them. You tend to find 
yourself running a solo player up the pitch desperately trying to avoid the opposition. 
Of course the computer controlled players have no such problem, which means they 
can get the ball down the pitch and into your goal with monotonous regularity. 

This brings up another problem, which is goalkeeping. Your goalie grabs the ball, 
but then immediately drops it, at which point the other team kick it into your net. 
There also seems to be some confusion over the basic rules of football. Offsides are 
never called, and the CPU team seem to get away with murder on a regular basis. As 
football games go, this just isn’t cricket. 

Cliff VERDICT: 39% 
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Platform: Game Boy Publisher: Midway Developer: Digital Eclipse 
Style; Beat-’em-up Release; Out Now Price: 19.99 Game Boy Colour: Optional 


I I eleasing Mortal Kombat on the Game 

I ■% I makes a lot more sense than it 
I * ^ I did on the PC and PlayStation. It's a 
poorly animated beat-’em-up featuring a 
number of similar fighters with a very limited 
number of moves each. For a higher spec 
machine this would be highly questionable, but 
on the Game Boy you don’t expect to be 
playing a beat-'em-up capable of rivalling 
Tekken 3 or Vlrtua Fighter 3tb, 

The game is actually a very good 
conversion. The majority of the moves remain 
and the in-game speech is pretty good 
considering the platform. Each character has 
his or her own fatality move, which is 


displayed via an almost illegible video scene. 
The lack of a two player link-up mode is a big 
blow, however, as this would have been the 
game’s main selling point. As a single player 
game the lack of moves and the similarity of 
your opponents leads to a repetitive game that 
won’t last you long. Using Start as a block 
move takes a while to get used to also. 

There isn't much competition for beat-’em- 
ups on the Game Boy, and die-hard fans will 
appreciate this reasonable attempt, but it’s 
ultimately a genre that will always stumble on 
this platform, and Mortal Kombat 4 is a 
perfect example of this. 

Will VERDia: 70% 




Platform: Gameboy Publisher; Midway Developer: Digital Eclipse Style: Action 

Release; Out Now Price; 19.99 Game Boy Colour; Optional 


ampage World Tour is a dire game 
that could have been so much better. 
As one of three huge monsters you 
must attempt to destroy a series of cities from 
around the world. Why? Nobody knows. 
Imagine a 2D version of Godzilla on the 
Dreamcast and you'll get the general idea. 

There are over a hundred levels full of 
skyscrapers and other assorted buildings, and 
you basically climb the sides and punch, kick 
and jump on the buildings until they are all 
demolished. Trying to stop you are a number of 
human-controlled defences, helicopters, tanks 
etc. which can be destroyed with a bit of effort. 



but it’s absolutely pointless since another will 
immediately arrive to take its place. Even if you 
begin the level planning to be careful and 
cautious, advancing is faster if you ignore them 
and their bullets completely. Eating civilians 
either on the ground or out of office windows 
can restore your energy, so to avoid dying you 
need only make sure that you are eating 
enough civilians to balance your energy loss 
from the oncoming fire. This quickly becomes 
the format for the entire game. With no 
variation at all, this will not be a title that you’ll 
be taking out of your cupboard too often. 

Will VERDICT: 27% 






Platform: PlayStation Publisher: Sony Developer: 989 Sports 
Style: American Football Sim Release; Out Now Price: £39.99 
Players: 1-2 Analogue; No Dual Shock: Yes Memory Card: One Block 


t would probably be fair to say that Sony won’t be 
expecting to shift too many copies of NFL Xtreme over 
here. The problem with this and all the other 
American Football games on the market is that you really need 
to be a big fan of the game to get the best from it. For those of 
you tike me, with no passion or knowledge of the sport, the 
gameplay in NFL Xtreme comes across as tedious, repetitive 
and dull. 

While the game may not have any universal appeal, it's a 
very good representation of the sport, and fans will be suitably 
impressed. The main competition comes from EA Sports’ 
Madden *99 - a fine game in its own right - and the two titles 
share a lot in common. Sony have also successfully secured an 
official license to the game so the real teams and player names 
are intact. 

American Football is a pretty physical sport, and the game 
takes an almost slapstick aproach to its portrayal. Ocassionally 
smoke trails scar the pitch after a sucessfult run, ala Back to the 
Future, and so on. 

There is no particular aspect of the game that can be faulted. 
The catches are often hard to pull off and the pitch has no 
texture. When compared to Madden *99 there isn't much that 
stands out as being new or distinctive between the two. Both this 
and Madden *99 are high quality simulations of the sport, and 
packed full of detail. There’s very little point in owning both 
games, but NFL Xtreme won’t disappoint any hardened fans of 
the sport. 

Will VERDICT: 77% 
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£24.99 
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RF Unit Autoswitch. AV output 
Pal B, Pal I, NTSC 

RF Unit Converter 
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£11 .99^^£^^^T2302 pjablo Pad Turbo & SI0W 
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Memory Card 256K 
Memory Card 1MB 
RF Unit. Pal B, Pal I 

NTSC^fesiSi®*;:'* 


£10.99 TT1507/8/9 


£42.99 
£14.99 
£19.99 
£7.99 


£12.99 
£5.99 
£5.99 
£6.50 
£6.99 
£5.99 
£3.99 
£3.99 


TT1510/1 
TT1600 

m602 

TT1601 
TT1608 
TT1503 
TT1605 
TT1606 
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Pal B, Pal I, NTSC* ’ 
Vibro Pack i ^ 
Vibro Pack with 256Kb 




I'.ui 


£7.99 
£17.99 




Vibro Pabk with 


S-AV Cable 


£14.99 


TT2303 


fT 1 106i3 X 3 RCA AVCable ^ . 

■TT1112' AC Power Cable , ,., 

m300 AV Cable. ; 

(AV multi plug 3, RCA output) 

TT1109 220V-110V AC - AC Adapter 

TT1110 Cleaning Kit 

TT1115 Carry Case 


£17.99 

£23.99 

£74.99 
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Vibrb P|c|^with 256Kb 
& AC Adapter 
Vibro Pack with 1MB 
& AC Adapter 
Extension Cable 
RGB Cable 
AV Cable 2 audio 
1 S-video 
AV Cable 2 audio 
1 Video 






£18.99 


£10.99 
£6.99 
£4.99 
£11.99 


TT1607 

TT1609 

TT1700 


£23,99* TT2306 

£ 4.99 TT2600 
£ 4.99 TT2601 


£25.99 
£10.99 
£14.99 































































WEB MASTER 





Any of you who manage to get up in time to watch the Big Breakfast 


will no doubt be aware of the industr 

master of the Internet 


styled 

ellow Y-fronts and purple tights 



’s biggest 

The Webmaster, 
this man 



personality - the self- 
with his trademark 
nay, superhero - is a 

igurehead to Internet users all over the world. Total CONTROL dropped 
him an e-mail to find out just what makes the man who makes the ‘sign 
of the Web’ want to do such a thing. 


What were you doing before your big break on the 
Big Breakfast? 

A: Before the Big Breakfast I was aimlessly surfing the 
Web, unsure what to do with my powers of Webmastery. 

G: How did the TV work come about? 

A: Basically the TV work came about by a mistake on my 
part. I was trying to order a take-away on-line and looked up a 
Big Breakfast. A couple of wrong mouse clicks and I had 
signed to the Big Breakfast. But now I'm there, I love it, and 
the food is great. 

Q* What do you do when you're not mastering the Web? 

A: i tend to relax in my en suite Olympic-sized pool, sipping 
drinks and listening to laid-back jazz. 

Q: What is your opinion of the Internet? Do you think it should 
remain a free-thinking area or should there be more control? 

A: I don’t think there should be too much control, but at the 
end of the day it's up to the ISPs where the buck stops. 

Q: What do you think the future of the Internet is? 

A: I think the Net wilt more and more become a means of 
communication with faster lines and modems - it will become 
more practical to conduct business over the Net. And for 
entertainment, the room for expansion is huge, with on-line 
games getting better all the time. 

Q: What on-line games get you going? 

A: My own game, 'Chatroom Bulldogs'. The idea of the game is 
to go into a chatroom and be the last one there. The only rule 
is no swearing - just be as bizarre as possible and scare 
everyone out. Top fun, especially in a room full of Americans. 

G: Has anything interesting come up in the live on-line chats 
that the Big Breakfast hosts from time to time? 

A: Find out for yourselves - visit our site and read the 
transcripts of the chats with Johnny, Denise and Caprice. 

G: Any plans for you own Website? 

A: Yes. We are going to change it soon, but to what is 
top secret. 

G: Okay, Superman’s Achilles heel is Kryptonite. Do you have 
any such weaknesses? 

A: Well, I have caught a virus at the moment and keep 
sneezing. I probably downloaded it. 

G: Are you related to the Gamesmaster by any chance? 

A: We share the same surname, but it’s very common (like 
Smith) where I come from. 

G: Does the 'sign of the Web' give you any special powers? 



A: Not the sign, but the suit allows me to step in deep puddles 
while retaining dry feet. 

Q; What’s next? Channel 4’s new games show, or maybe a 
Hollywood career? 

A: I am very happy at the Big Breakfast, so any offers that 
come in 1 knock back. 

G: And finally, is that your own suit? 

A: That’s between the suit and me, and I can tell you we are 
very close. 
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I JS^. ZEIDA 


Hi Res Pak 
QiJ‘.ilce 2 

$tof Wlts: Rr>^e Sq-j'idr'T) 

F Zero 

WCV^ \S NWO REVENC4E CA 

Tcfj Ge-qr Over-Jrive CA 

S’l-uth Park CA 

CcqstlevaniG ee 

EV'TigeilOi'i CAI 

F OLLOWli'JG N64 games £20 EAC 
Off Roqg Qiaiiaige GASf‘ 

Duke Nukern WCW vs NWO 


£19 ^linct'i Tekkeri 3 fvkxJels £15 

£16 Fist d N':>rthstar M>xlels £25 

£6 Resident Evil 2 Models EACH £19 
£12 LGcn Ciaite tyranl 
£19 PockiTian M excels £10 

I 9“ FI. JLLv' PAj NT ED M ODE LS £69 

m Mai Ryi-J Ken Chun Li ck)ijk Barrett 
H Diddy Kong KeycPirjin Mcaqets £9 

H Pc'kGnon Cuddly Srnoll £8 

H F\:.»ka'T Ken Vv<alki ng Toy £9 

n|| SNK Mo dels (5 drtfereit SetsjEACH £10 

ffl) i%(0 ^ 

earl City Hunter Music CD £ 16 

.iifie Dragoi'i Ball z Music CD b 1 6 

iCi EV'jngefiai Music CD Bid 

* ' Gkot In the Snell Music CD e 16 
I;"' Lqputa eig 


LKA FINAL FANTASY Mil 
PlAYAB.tF DEMO WITH 
BRAVE '■PNCER 


ROJtCTOnS & DVD IMPORTS 


HANDHCIDS 






aw^CH 



DredmcK»st 


BRAVE FENCER (US) . £48.99 

CONTENDER (US) . £48.99 

OARKSTALKER5 3 (US) .... £48.99 

DESTREGA (JAP) . £48,99 

ERGHEIZ (JAP) . £48.99 

KENSEt SACRED REST (US)£48.99 
KNOCKOUT KINGS (US) ...£4899 
METAL GEAR SOLID (US) ..£48,99 

R-TYPE DELTA (JAP) . £51.99 

RESIDENT EVIL . £39.99 

RIDGE RACER 4 . £48.99 

RIDGE RACER 4 (JAP) BOX SET .. .£64.99 

RIVAL SCHOOLS (JAP) . £38.99 

RIVAL SCHOOLS (US) . £48.99 

STREETFIGHTER ZERO 3 (JAP) £48.99 

TENCHU (US) . 09.99 

XENOGEARS (USV . £48.99 


ABE’S EXODUS . £29.99 

assault . £29.99 

BRIAN LARA CRICKET . .£31.99 

BUSTA-GROOVE .. £29.99 

COLIN McRAE RALLY . £29.99 

COOLBOARDERS 3 . .£29.99 

FIFA 99 . 01.99 

METAL GEAR SOLID .. .£CALL 

NINJA SHADOWS OF DARKNESS £29.99 

PREMIER MANAGER 99 .... £36.99 

SMALL SOLDIERS . £24.99 

TEKKEN 3 . .£29.99 

TOCATOURING CARS 2 . £29.99 

TOMB RAIDER] . £31.99 


PACK # I (NTSC) -REQUIRES 
SCARTTV, INCL CARTRIDGE + 
SCART LEAD. £ I 19.99 

PACK # 2 (PAL) - 

NO NEED FOR SCARTTV, INCL 
CARTRIDGE + CONVERTOR £ 129.99 


PLAY IMPORT GAMES 

PLAY JAP & US IMPORTS WITHOUT 
MODIFICATION TO YOUR MACHINE • 
NO NEED TO VOID YOUR WARRANTY? 
PRO ACTION REPLAY £19.99 
NO SCART TV? RUN IMPORTS IN 
COLOUR, PAL CONVERTOR £15.99 


PldyStotmii 


PVAYSTATION GAMES^ _ UNIVERSAL CONSOLES _ Ipi^Y^riT^K. .MPr.»-rc 




VCD MOVIES ‘ WE ARE EXCLUSIVE UK DISTRIBUTORS OF VCD MOVIES TO PLAY ON THE PLAYSTATION/PC 

LATEST VCD TITLES - BLADE, GODZILLA. HALLOWEEN. H20. KNOCK OFF, LETHAL WEAPON 4 
MASK OF ZORRO ALL VCD TITLES ARE ORIGINAL, ALL ARE WITH NO SUBTITLES 

MOVIE CARD JUST £64.99 WITH FREE MOVIE (WHILE STOCKS LAST) 

TRADE ENQUIRIES WELCOME 


MERCHANDISE PLEASE CALL FOR DETAILS 

ifl/GODZILLA/GUNDAM KBYRINGS, MONBY BOXES, FIGURES AVAILABL 


MAIL ORDER OR VISIT OUR NEW SHOP PREMISES 


PloyStotion . 


M 

— PLAYSTATION ACCESSOmES — 

SONY DUAL SHOCK PAD . £17.99 

PELICAN CONTROL PAD .£6.99 

fM MEMORY CARD.£5.99 

2M MEMORY CARD. £8.99 

NTSC-PAL CONVERTOR . £15.99 

PRO ACTION REPLAY - NEW.. £19.99 

G-CON ADAPTOR. £4,99 

SCART LEAD (AUDIO/G*CON) . £5.99 

SCORPION JOLT GUN ..£16.99 

REPLACEMENT LASER (FITTED). £37.99 


Dre 


use 


dITIC. 


NINTENDO 64 GAMES 


BUCK BUMBLE (UK) .. £39.99 

CASTLEVANIA (US) ........ .£CALL 

HOLY MAGIC CENTURY (UK) . £43.99 

ROGUE SQUADRON . £58.99 

SOUTH PARK ... £58.99 

TOP GEAR TEST DRIVE . £39.99 

TUROK 2 + HINT BOOK . £39.99 

TUROK 2 (US) .:. £58.99 

WCWVS NWO REVENGE (UK) . £39.99 

ZELDA (UK) . £44.99 

ZELDA(US) . £64.99 

UK N64 CONSOLE + MARIO . £94.99 

US + JAP N64 CONSOLE ... £94.99 



NORTHWOOD HOUSE, 195 NORTH STREET, LEEDS, LS7 2AA 



WANTE D 


7 DAYS VAST 


ON ON SALE 


FOR CASH OR EXCHANGE 


RETRO & MODERN 

Bring (& official ID with address & signature) or send by post with SAE for cash to: 


NOTHING LEGAL REFUSED! 

Also at MVE, Manchester Arndale Centre (by High St. entrance) Tel; 0161 839 0677 



THE LATESTJMPORT TITLES AT EXCELLENT PRICES! 

AYSTATIO N silverstar 


^ATURN 

MSH vs SLIGHTER 
VAMPIRE SAVIOUR 
SOL DIVIDE 
CASTLEVANIA 
POCKET FIGHTER 
RADIANT SILVER GUN 
DEEP FEAR 
SHINING FORCE 3 (UK) 
ASTRO SUPERSTARS 
S SHODOWN COLLECTION 


£CALL 

BREATH OF FIRE 3 £37.99 PARASITE EVE (US) £49,99 
FF TACTICS £37.99 RES EVIL 2 £27.99 {2ND HAND) 

DARIUS G £38.99 XENOGEARS £47.99 

TEKKEN 3 £37.99 BRAVE FENCER £53.99 

TEKKEN 3 (USED) £29.99 (INC. FINAL FANTASY Vlll DEMO) 




F-ZERO X 
STAR SOLDIER 
WWF WARZONE 


£51.99 

£54.99 

£CALL 


GREYFOX GAMES 
34 ROUNDHAYE, 
PUCKERIDGE, 
HERTFORDSHIRE, 
SG11 ISW 


PLEASE MAKE CHEQUES AND POSTAL ORDERS PAYABLE TO GREYFOX GAMES 
HOURS: MON-FRI 3PM-8PM. SAX-t-SUN 9AM-SPM 




NINTENDO & SATURN 

N64 Passport....£12 

V64 JUNIOR £120 
4 Meg expansion £26 
Zelda £65 

Colour Gameboy £65 
1 Meg N64 memcard £5 
Marvel vs Streetfighter £50 
Vampire Saviour £42.50 
Radiant Silvergun £42.50 


Tel: 07957 


DEFINITIVE 


CONSOLES 



THIS MONTHS SPECIAI_FREE 


VCDs all £17.99 


DREAMCAST 


r^O/V choice of any VCD with each 
”-- VCD card!!! 

Replacoment CD ROM unit... £24.9 
Mod Chip (Buy 1 Get 2 Free). £14.9 

NTSC-PAL Convertor... £14.9 

VCD Adaptor Card.... £59.9 

IM SonyMemory Card.......... £7,99 

Panther Light Gun...... £14.9 

Foot Pedal for Panther gun... £6.99 
Guncon Scart Lead............... £4,99 

Sony Dual Sh^lik Pad........£17 9 

Bushido .. £49-9 

2?eno Gears .£49.9 

Brave Fencer (dIiA)....£ 49.9 

Rival Schools (USA)........£49.9' 

Final Fantsy 8 (JAP).......... 

Game memhani^^ (mil semiis, keychains, posters, figures) and other JAP goodies available. Phase send 
.- '■ a $ A .E to mail order address above for fuff price fist. 


Spiat, 'aR»rld The SXovie VMS..,£29.99 

Batman Robin, Wedding Singrer, Joypad......£34.99 

Tomorrow never di^. ^ Games....£59,99 

Stanshlp Troppers> Halloween H20, 

Devils Advocate. Godedla A A/ I CAD J ATCCT pD/pCC 

Good Will Hunting, Mank of Zorro, LAI CO J rWUCO 

J.oki. Rujh Hour, ‘-SllOP PRICES MAYV.4R^ 

X.F.U.. *™.«.4do„. 

Atl WfT'WOTTT* ^TimT'TT ire 

FULL RANGE AVAILABLE!!!!! TRADE PRICING AVAILABLE 
; PSX ACTION REPLAY- Plays import ON ALL OUR PRODUCTS, 


products aroti 

WWW.eAMEFRONT.CO.UK 


Why not visit our shop, NEW EAST GAMES at, 87 Princess Street, 

Manchester. Ml 4MT. TEL/FAX: 0161-228 0070 
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You asked us for a cheats section so 
we’ve given you a cheats section. 
Sorry that it’s not 20 pages long and 
full of crap, but that’s just not us. 



If you’d like to be a lizard with 99 lives instead of 
one life, then try entering the following ridiculously 
long password: M758FQRW3JF8FQRW4! 
(including the exclamation mark) 

You’ll also have a complete collection of remotes 
as well. 




If you’ve yet to finish Rare’s latest masterpiece,^ ,, . 
then these codes should help you along. In the 
Treasure Trove Cove, go to the small sandcastle and 
type the following codes on the floor: 

First type CHEAT and then one of the following: 
GIVETHE8EARL0TS0FAIR - Infinite air 
BANJOBEGSFORPLENTYOFEGGS - Eees 


NOWYOUCANFLYHIGHINTHESKY ~ Red Feathers 
ANENERGYBARTOGETYOUFAR - Maximum Health 


If Turok has been taking a beating recently, open 
the cheat menu and enter the following to tip the 
scales to your side: 

AAHGOO - Adds baby faces to the health icons 
PIPSQUEAK ■" Makes alt the enemies very small 
H0LASTICK80Y - Makes enemies tall and skinny 
IGOTABFA -- Pen and Ink mode 
HEEERESJUAN - Adds Juan’s face to health icons 
WHATSATEXTUREMAP - Changes vour eraohics S( 


WHATSATEXTUREMAP - Changes your gn 
up to Gouraud mode texture shading 
LIGHTSOUT - Makes everything dark. 
UBERNOODLE - Big head mode 
STOMPEM “ Makes enemy hands and feet 
ONLYTHEBEST ~ Shows the game credits 
FROOTSTRIPE - Try it and see 


bigger 


- Opens every 


cheat code 


■ Wsli] 



siUiT;] 

lil 

m 

lH 


Criticised only for its limited life span, here’s a 
number of hidden bonuses you might want to try... 
First finish Match Race'on Expert level and then 
beat all the EAD scores on the game’s Time Attack, 
Trick Atta’ck and Contest modes. Now pick either 
Rob Haywood and press right C then A, Akari 
Hayami followed by left C then A, or Kensuke 
Kimachi and press the up C button followed by A, 
to access Panda Man, Ice Man and Gold Ice Man 
respectively. You know you want to. 

If you want to ride the Penguin Board, first perform 
every trick in the game under the Training mode, then 
press the bottom C button and the A button when.you 
select any character’s default board. 



To activate these cheats first press TAB, type the 
following codes and then hit ENTER; 

ALLAMMO - Refill ammunition 
GHOST - No clipping (walk through walls) 

FLY - Fly mode 

WALK - Exit ghost/fly mode 

INVISIBLE 1/0 - Invisibility (1 - on, 0 - off) 

OPEN XXXX “ Level skip (replace XXXX with level name) 
GOD - God mode 


During a game press ' and enter one of the 
following codes: 

TEAMGOD - Team god mode 
AVATARGOD - Player god mode 7 
STUMPY - Stumpy mode 
CLODHOPPER - Big feet and hands 
MEGAOGGIN - Mega head mode 
BIGNOGGIN - Big head mode 
5FINGERDISC0UNT - Restore ammo 
NOBRAINER ~ Turns all enemy Al off 
DEBUGKEYS “ Debug keys enabled 
TURNPUNCHKICK - Change players from 3D to 2D 
1-900 - Heavy Breathing 5 

EXPLORE - Victory conditions on/off 


During the game type ' then hold down’— while 
you enter in the following codes. Unfortunately you 
will be unable to advance past the level you are on 
if you use any of the cheats. 

C - Send message to enemies 
Shift + C - Countermeasures for all ships 
Shift + K - Destroy targeted sub-system 
Alt + K - Receive 10% damage 


0 ■ Descenf-style physics 
W Infinite weapons for your ships 
G -- Completes all primary goals 
Shift + G - Completes all secondary goals 
Alt + G - Completes all bonus goals 
9 “ Scroll forwards through secondary weapons 
Shift + 9 - Scroll backwards through secondary 
weapons 

0 (Zero) - Scroll forwards through primary weapons 
Shift 0 (Zero) - Scroll backwards through 


primary wt 

R - Rearm 


request for target 


KLINGON HONOR 





Enter these case sensitive codes in the password menu 
Vampire - Invincibility 
Tornado - All weapons 

Dark Angel - Primary weapons always available 

Chimera - Unlimited secondary weapons 

Avalanche - Unlimited afterburners 

Hydra -■ Unlimited money 

Thunderchild - All ships 

Demon - Mission and FMV select 

Blizzard - Enable al! cheats 

Stormlord - Disable all cheats 


Here are a few level codes to use on tricky levels: 

Level 1 - TAFRGYBLRR 

Level 2 - CRGRGYBLRY 

Level 3 - FUMRGYBLRL 

Level 4 - SICUGYBLLI 

Level 5 - TAFUGYBLLR 

Level 6 - CRGUGYBLLY 

Level 7 - FUMUGYBLLR 

Level 8-SlFYGYBISR 


Enter your name as one of the following to help 
boost your cool: 

WONITALL-All courses 
OPEN EM - All boarders 

h 

BIGHEADS - Big heads (L2 and R2 changes the size) 
SHOWPOS - Director’s cut mode 


Total CONTROL shares the true secrets of the Ninja. 
Enter the following codes at the right places for 
some not-so-honourable help. 


At the item selection screen, do the following: 

Press: gives Ayame a new 

costume 

Hold R1 then press: - All 

inventory items available 

Hold L2 then press: ^4-4 4 ^i^AX - Increases 
item inventory 

At the mission select screen, do the following; 

Hold R2 then press: \ \ k if - Level 

select 

Hold LI then press: -^^4 - Japanese 

voices after the first level 

Hold R1 then press: 4-4-4 4i^i^A X - Layout select 
When the game is paused, do the following: 

Press k k f f AD to refill your health 
Press and hold LI and R2 then enter 
♦ AfXfA^^, release LI and R2 then enter LI, 
Rl, L2, R2. Unpause the game and then hold L2 
and R2 to enter the debug menu. 

Ik 
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1^J/Fa)K01437 769357/04104KO^ 

Email: consoleking@yahoo.com 


CONSOLE 


Latest Playstation, Dreamcast, Nintendo 64, Saturn Available! 


Playstation Accessories 

Pocketstation.ECALL 

Playstation Laser Unit .E35 

PSX Scart Lead. £5 

P8X G-con Scant Lead . £6 

Smart Pal Booster * Imports in colour on any TV! . £18 

Dual Shock Pad • Sony . £17.98 

96 PSX Memory Card . £29 

Sony 1M memory card .£6.50 

Virtual Pistol with sliding top * 

better than G-con .£38.99 

PSX Joypad Extension Cable .£5 

PSX Unk Cable .£5 

Playstation CD’s 

WCW Thunder.£P0A 

Ridge Racer 4 JAP.£PDA 

R-Type Deita JAP.£PDA 

Ergheiz JAP.£P0A 

Street Fighter Zero 3.£P0A 

Silent Hill.. £P0A 

Rnal Fantasy 8 JAP. £PDA 

Lunar Silver Star Story...£PDA 

Metal Gear Solid US.£P0A 

Brave Fencer US.£PDA 


South Park.. £P0A 

Street Fighter Collection 2.£P0A 

Xenogears. EPDA 

Eve. £P0A 


Nintendo 64 

US ZELDA 64. £64.99 

Turok 2.£48.99 

Star Wars Rogue Squadron.£47.99 

South Park...£47.99 

Castievania 64. £P0A 

Conkers Quest.£47.99 

Nintendo 64 Accessories 

Nintendo 64 US/JAP - No borders or slowdown, import 

machines 17.5% faster! .£149 

All machines come with British power suppiy! 

Nintendo 64 Passport Plus - Lets you play UK/US/JAP 

games with cheat functions..£24.99 

Official Nintendo 64 Pad ....£17.99 

N64 Scart Lead.£19.99 

N64 Power Suppiy Unit UK/US/JAP Compatible 240v £35 

SF/K0F/FF7 Wallscrolts, Key Rings, 
Wind Up Godziiia Toys etc. AVMLABLE! 



NEXT DAY DELIVERY! 

Please send Registered cash, cheques, postal orders made payable to Console King! 

Console King, PO Box 6, Narberth, Wales SA67 7YG 

www.consoleking.com 
Prices are subject to change without notice! 
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NINTBNDO** 


Dreamcast. 

VIRTUA 
FIGHTER 3 TB 

SEGA RALLY 2 

SONIC 

ADVENTURE 

PEN PEN 
TRILCELLON 






PlayStation,. 



STREET FI 
ZE 



HOOLS 


ZELDA 64 
TUROK 2 
DRACULA X 64 


DRACUL 


MSX COLLECTION 


BLUE STINGER METAL SLUG 1+2 


COM 

ERATIONS 
FINAL 

FANTASY VIII 


MARIO SMASH 
BROTHERS 

SOUTHPARK 






ALSO 


MAIL ORDER GAMES EXPERT 


OVER 



JAPANESE TITLES IN STOCK 


SONY POCKET 
STATION, SEGA 
VMS, NEO POCKET. 
COLOUR GAMEBOY 







VISA 
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* VVtJCH 


ALL MAJOR CREDIT , 
CARDS ACCEPTED y 


38 MEDOMSLET ROAD, CONSBTT, COUNTY DURHAM DH8 5HA 



TEL/FAX: 01207 582 


MOBILE: 07801 964940 



Specialist in 
the supply of 


Pamtop PC’s 
& PDAs 


Mobile Data 
& Telephones 


Communications 


& Video 


Binoculars & 
Night Vision 


Digital 



Watches 


Calculators 


The smallest Organiser in 

the world 



Just an examiile of 
some of our products 
please check our 
website for a full list 
of products 


virvirvir 





+44 ( 0 ) 181 908-1414 +44 ( 0 ) 181 908-1415 


the latest electronic 
products direct to your 
door - worldwide 


CD 

PS 


SERIES 
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Palmtop PC’s 

The latest 
Palmtop 
PCs and 
organisers 
from Psion, 
Rex, Casio, 
HP, Sharp, 
Canon and 
Palm 



The leading 



receivers 
from 
Garmin, 
Magellan, 
Eagle , 
Software 
and Peak 


Mobile Data 

Mobile 
phones and 
remote 
e-mail/fax 
solutions 
from Nokia 
and 

Ericsson 


Digital Imaging 

Eye-catching 
products 
from JVC, 
Casio, Canon 
and SHARP. 
We also sell 
Moonlight 
Night Vision 
glasses 




Psion Series 5 

8Mb 

with free power 
adapter! 


We*ve not only reduced the price on the Psion Series 5 8Mb, 
yet again but we’ve also throwing in a free power adapter 
worth over £ 15 as well! 

The Psion Series 5 is the only Palmtop PC in its class that 
has a laptop style keyboard 

£ ex. VAT £ inc. VAT 


291.06 


342.00 



GPS that shows you where 
you are! 

The Garmin GPS III contains literally 
millions of miles of motorways and major 
road, plus waterways and coastlines from 
around the world. 





Its unique moving map display combined with a versatile 
trip computer will not only show you your location but 
estimate time and distance to 


£ ex. VAT 
254.46 


£ inc. VAT 
299.00 


Psion Series 5 SMB Palintop CotnpLiter - 
with free power adaptor! 

Psion Series 5 SMB Special Edition with exclusive 

Mulberry Leather Case and free power adapter 1 

Psion Series 5 Power Adaptor 

Psion Series 5 Travel Modem 

Pston Series 5 PC Card Modem Adaptor 

Psion Series 5 Parallel Unk 

Psion Series 5 In-Car Power Cord 

Psion Series 5 Leather Case 

Psion Series 5 MacConnect 

Psion Series 5 Route Planner Software 

Psion Series 5 Berlitz Phrasebook 

Psion Series 5 Monopoly 

Psion Series 5 Street Planner 99 

Psion Series 5 Games Arcade 

Psion Series 5 Presentation Maker 

Psion Series 5 Collins Dictionary - English/Gerrnan 

Psion Series 5 Collins Dictionary - English/French 

Psion Series 5 Expense Manager 

Psion Series 5 Financial Calculator 

Psion Series 5 Money 

Psion Series 5 Replacement Pens 

Psion Series 3mx 2MB Backlit Palmtop Computer 

- with tree leather case! 

Psion Series 3mx 2MB Backlit, PsiWin 2 & 
amp free leather case 

PsiWin 2 for Series Srrix, 3c and Siena including cable 

Psion Series 3mx/3c PC Card Modem Adaptor 

Psion Series 3c Travel Modem 

Psion Series 3mx/3c Parallel Printer Link 

Psion Series 3mx/3c PsiMac 

Psion Series 3mx/3c Mains Adaptor - UK 

Psion Siena 1 MB Palmtop Organiser 

This is a small selection of our products please call or visit our 


Ex. VATInc. VAT 


C291.06 £342.00 


E322.b5 

£16.98 


.L)U 


£?'9.11 
£26.49 
£22.13 
£23.79 
£27.19 
£40.81 
£27.19 
£19.53 
£40.81 
£19.53 
£33.19 
£32.30 
£32.30 
£39.96 
£39.96 
£39.96 
£8.46 


£379.00 
£19.95 
£89,95 
£92.95 
£29.95 
£26.(XI 
e2A95 
£31.95 
£47.95 
£31.95 
£22.95 
£47.95 
£22.95 
£39.00 
£37.95 
£37,95 
£46.95 
£46.95 
£46.95 
£9.95 


£167.65 £197.00 


£203.40 
£39.15 
£79.11 
£76.55 
£25.40 
£59.53 
£1 1 .92 


£239.00 

£46,00 

£92.95 

£89.95 

£29,95 

£69.95 

£14.00 


£75.74 £89.00 

website for further details 































































































We’ve been playing with a superb collection of 
toys this month, ana you can bet that we’ll be 
putting up a fight wnen we have to return them 



Company: Panasonic On Sale: Out Now 
Price; £999.95 Format: DVD Score: 4/5 



hat do you get for the person who has everything? Well, if you’ve got a thousand pounds to 
spend, you could go for one of these amazing gadgets. The DVD-LIO is the world's first and 
smallest portable DVD player. It incorporates a 14.7 cm LCD monitor in 16:9 widescreen format 
and built-in stereo speakers, and comes with a rechargeable battery pack which gives over two hours 
of playback time on a full charge. For home use there is an AC adapter and a remote control, and an 
optical output for connection to an external Dolby 5.1 decoder for home cinema quality sound. 

The amount of miniaturised high technology crammed into the 16 x 16 x 4.3 cm case is truly 
staggering. The device weighs less than one kilogram, yet contains a newly developed brushless motor 
and optical pick-up superior to many full-sized units. 

It has to be said that the small built-in speakers sound rather tinny, and to get the best out of the 
DVD-LIO a decent pair of headphones would be essential. I’m not sure that you would ever really 
need a gadget like this - I mean, where would you use it? But when you hold it in your hands you 
can't help but be impressed by the technological achievement that it represents. The DVD-LIO is 
unquestionably a rich person’s toy, but if I had a grand to blow I’d get one tomorrow. 






Company: Pace On Sale; Out Now 
Price; £99.99 Format: PC Score: 5/5 
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oodoo Banshee is the latest product from 3Dfx. Incorporating both Voodoo2 3D graphics 
acceleration and 128-Bit 2D acceleration, it effectively acts as both a standard 2D graphics 
card and a 16MB Voodoo 2 accelerator combined. 

Pace have put together a very easy-to-use card - remove your old cards, insert this, and load up 
the drivers when prompted. The problems many other cards have been known to cause never arose, 
and even if they did, the accompanying documentation seems clear enough for a ten-year old to 
follow. The 3D Edge allows for impressive Half-Life resolutions of up to 1024x768 and has a 
maximum 2D res. of 1600x1200. It also allows you to hook up your PC to any TV with a SCART 
socket (connectors included) and display or play games through a standard TV, though there were 
some minor problems with some of the more recent games, (Half-Life had to be run using Direct 3D 
rather than Glide). 

The card comes bundled with the excellent Wargasm from Infogrames, and there’s also an offer to 
receive three additional games from a pretty good choice of ten (including 
Battfezone, Unreal and Forsaken) for only £13.95. 

If you already own a 16MB 3D2 card we wouldn't recommend a 
straight swap (unless you need to clear some space inside your PC), but 
it’s an excellent choice if you are looking to upgrade to a higher spec 
machine, and at only £99 you can’t go far wrong. 

The requirements for the Pace 3D Edge are a Win 95 v4.00.212 or 
later operating system, 16MB (32MB Recommended) of RAM, a Pentium 
or Pentium II CPU, and a motherboard with an AGP slot. 







































































































HARD STUFF 


Foil 




lula Super Sport Steering Wheel 



his is without doubt the best value steering wheel controller I have yet seen for the PC. Solidly 
constructed to Thrustmaster’s usual exacting standards, it is a surprisingly small and 
attractively sleek little unit. The wheel itself is of a comfortable size and rake angle, and is 
covered with a black non-slip rubberised grip. There are four buttons in the centre area of the wheel, 
and two paddle switches behind for Formula One-style sequential gear changes. The wheel is not 
force-feedback, but has strong, smooth springs to give a realistic feel. The controller fixes onto your 
desk by means of a single targe central clamp with a quick release locking action. Once in place it is 

solid as a rock. 

The pedal unit is also one of the best on the market; it 
is just as well-made as the desk unit, constructed of steel 
and high impact plastic. It has a wide, flat base which 
resists slipping, and big pedals. Again, the springs are 
strong enough to provide feedback even when wearing 
shoes. The recessed position of the cable means that you 
can brace the pedal unit against a wall or the back of your 
desk for even more solidity. 

The Formula Super Sport comes with a driver installer 
disk complete with a patch for Sierra's NASCAR 2 racing 
game. All in all, this is a value-for-money package which will 
be hard to beat. 






Company; Thrustmaster On Sale; Out Now 
Price; £69.95 Format: PC Score: 5/5 


Company: Thrustmaster On Sale; Out Now 
Price: £24.99 Format: PC/iMAC Score: 5/5 



Fusion Digital Gai 







ou know, we may have to include a new games platform in Total CONTROL soon. The superb Apple iMac is growing in 
popularity, and the announcement of the Connectix Virtual Station emulator allowing iMac owners to play over eighty of 
the latest PlayStation games could see the stylish blue machine becoming the home games PC of the 21st Century. 

If it does, then Thrustmaster are going to be well-placed to take advantage of it. Their new Fusion digital USB game pad is 
fully compatible with the iMac's USB port, as well as PC gameports and USB ports, and comes complete with a dual 
compatibility disk containing PC and iMac drivers. The disk also contains a demo of Tomb Raider H and set-up software to 
program the pad for a range of games. 

The Fusion pad is a development of the company’s popular Rage pad. It is more or less the 
same shape - semi-circular with a domed D-pad ~ and has the buttons in the same place. The 
Fusion is slightly smaller than the Rage pad, and is, as you can see, rather more brightly 
coloured. The blue casing matches the colour scheme of the iMac quite closely. The matt black 
grips are coated with a rubberised non-slip material, and the pad is surprisingly comfortable in 
the hands. 

Like the Rage before it, the Fusion is a superb all-round gamepad, well-designed and easy to 
use. With full programmability, multi-platform compatibility and a very reasonable price tag, it is 
a sure winner. 




« Lightly 


Company: Blaze On Sale: Out Now Price: £6.99 
Format; Game Boy/Colour Game Boy Score; 3/5 






he Blaze Light Magnifier isn't that bad considering the competition - 
most magnifiers are about as good as each other, so recommendations 
usually comes down to the price. The problem with these devices are 
that they essentially provide an extra reflective surface, so if you're in a well- 
lit office, for example, bright reflections can be a problem. The peripheral 
does come with two screen lights to brighten your screen, but a word of 
warning: the transparent version shines the light in your direction as well, 
which has obviously not been well thought out. It may also be worth noting 
that the two shades of purple are completely different to the Game Boy Color, 
which is a shame. 

If you’re on the lookout for a light magnifier for your hand-held, then 
Blaze’s offering is a cheap and cheerful option. 
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Company; Franklin On Sale; Out Now 
Price; £155 Format; PC Score; 5/5 


“I* I he Franklin Rex Pro PC card organiser is a lovely little gadget for those of you who need to have 
I la large amount of business or personal information on hand at all times. It is a tiny device, the 
«_J size of a credit card and about as thick as a floppy disk, but it can store a vast amount of data 
in its 512K memory. It is simple to operate via an icon and menu interface. The six button control 
panel allows you to enter and edit different categories of data, including diary, address book, 'to do’ 
list and memos. It has a world time clock, and an alarm for any calendar event. The 3.5 cm by 5.5 
cm LCD screen is very clear and text is perfectly legible. \ 

The Rex Pro comes complete with a docking station to plug into your PC and a CD containing; 
TrueSync, a powerful information management program which is fully compatible with such standard 
PC organisers as Microsoft Outlook 97, Lotus Organiser 97 and Symantec ACT! 3.0, amongst others. 
TrueSync enables you to transfer information such as calendar entries and address files between your 
PC and the Rex Pro. If your computer has a PC card slot, as many lap-tops do, the Rex Pro can be 

connected to that instead. This gadget is not cheap, but it is 
the smallest and one of the most powerful connectable 

Many thanks to www.21store.com, the on-line technology 
shop, for supplying this review sample. 




Company; Joy Tech 
On Sale; Out Now 
Price; £59.99 
Format; PlayStation 

Score; 3/5 


I ood steering wheel controllers for the PlayStation are pretty thin on the ground, so a halfway decent one at a fairly 
I reasonable price is better than most of the competition. Joy Tech are the largest manufacturer of games peripherals 
tmmmml io Europe, so they must be doing something right. Their kit is usually good value and does the job it was intended 
for. The Official Jordan Grand Prix Racing Wheel II is their stab at a premium level steering wheel controller, and although it 
isn't even close to some of the things you can get for the PC, it is certainly ahead of the pack on the PlayStation. 

The Jordan II supports four modes - digital and analogue, Dual Shock and Namco NegCon with or without 
vibration. There is also a function to change the steering sensitivity. The wheel has two vibration motors for a good 
solid response, but it feels like it might shake itself to pieces if played too hard. The big problem with the Jordan II is 
build quality. The casing is all plastic, and has a number of sharp edges and loose joins. The pedal unit is very light 
and skids around on the floor, and the whole thing feels a bit cheap. It works well enough and probably isn’t going to 
fall to bits anytime soon, but I hope Jordan have better controls than this in their FI cars. 


r, 
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Company; Performance On Sale; Out Now 
Price: £14.99 Format: PlayStation Score: 4/5 


ll A fl what do I say about this gadget? You 

I VVi PlayStation, you 

plug four controllers into it, you stick in a 
Multi-tap compatible game (if you have one) such as 
Circuit Breakers or Micro Machines V3, and away 
you go. You can also plug up to four memory cards 
into it, so it can be useful for doing a bit of file 
management on your game saves. 

The Performance MultiPlayer Adapter is a solidly 
put together piece of kit, and is styled and coloured 
to sort of match the PlayStation. If you are 
considering buying an official Multi-tap, you could 
certainly do a lot worse than consider this item as a 
lower-priced alternative. I really can't think of much 
else to say about it. The Performance MultiPlayer 
Adapter: It does exactly what it says on the box. 
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Company: Psion On Sale: Out Now 
Price; £239 Format: N/A Score: 5/5 


I I I used to have Psion Series 3 a few years ago, and when it was stolen I felt like I'd lost an arm 
I I - these remarkable pocket-sized computers are so useful you soon come to depend on them. 
The new Series 3mx features a number of improvements over its earlier cousins, the most 
noticeable being a processor three times faster than the 3c. The difference is immediately apparent, 
even when doing simple stuff like opening menus. The large high-definition greyscale screen is backlit 
in a pleasant shade of blue. 

The 3mx comes with a suite of very useful programs already installed, including a database file for 
addresses etc., a fully featured word processor, an agenda and diary manager, a world time finder, a 
calculator, a spreadsheet, a spelling checker with crossword solving abilities, a Directory Opus-style 
file manager and a patience game. The 3mx also has a built-in sound sampler for recording voice 
memos, and the powerful Psion programming language OPL. There is an extensive range of additional 
software available on plug-in cartridges 

The Psion is much more than just another PDA, it really is a pocket-sized computer. The full ‘qwerty’ 

keyboard, though small, is quite useable, and with 
the easy-to-use PsiWin software and link cable, the 

■ |||HM|||||||||H Psion can chat with your PC and swap files. The two 

AA batteries will run the machine for over a month of 
normal use, which makes it more useful on long trips 
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FINAL FANTASY IN 
YOUR POCKET 

Square have revealed that Final 
Fantasy VHI will be compatible 
with the PocketStation. The 
game will have you playing as a 
Chocobo in your own miniature 
RPG. The game is titled 
Odekake Chocobo RPG. 


GET READY FOR 
A RUMBLE 

Sega have announced that the 
Puru Puru peripheral for 
Dreamcast will be available to 
buy in March. The device, a 
rumble pack, will retail for 
Y1800 - about £15 - and will 
be compatible with Puyo 
Puyoon and Psychic Force as 
well as Sonic Adventure. 


us DREAMCAST 
DATE SET _ 

It has been revealed that the US 
release date for the Dreamcast 
has been set for September 9th 
1999. This date of 9/9/99 
follows the release of the 
Saturn (5/5/96) and the Mega 
Drive (9/9/89). 


DREAMCAST CONTINUES 

TO GROW _ 

Sega have announced 
Dreamcast sales as of January, 
and it looks like they have a 
good chance of reaching their 
goal of a million units sold by 
March. The Dreamcast has so 
far shifted 500,000 units in 
Japan, and may have sold 
more if Sega had made more 
units available. 


This month’s Foreign Office takes a look at Saga’s 
plans for the future, the technology behind the 

Dreamcast and some new shots of Shenmue... 



Shoichiro Irimajiri talks of Saga’s aspirations 


I I 1 3 recent 

\ ■ / interview with 

Japanese magazine 
Asia Biztech, Sega's 
Shoichiro Irimajiri has stated 
that he is optimistic about 
the Dreamcast’s long-term 
future. He said that, “I can't 
come up with any specific 
figures at this time, but 
within five years from 1999, 
we plan to get more than 50 
percent share of the world’s 
market for home-use video 
game machines. With that in 
mind, we plan to push 
Dreamcast into the US and 
European markets during 
business year 1999." He 
went on to say that, “The 


fact that the high- 
performance, low-priced 
Dreamcast was put on the 
market at that time made it 
gain the upper hand over 
video game machines to be 
sold by other companies in 
the future. We are also 
calling for cooperation by 
many software houses so 
that we won’t lag behind 
others in the amount of 
software, and we are sure 
about the results, too. We are 
fully confident about 
competing with other 
companies' next generation 
video game machines." Other 
subject matters touched upon 
were the lack of Dreamcast 


units in stores, "It’s true that 
production hasn't caught up, 
but we expect to resolve 
the production problem early 
in 1999 so that users will be 


able to get one at any of 
the stores without advance 
orders. I don’t think the 
delay in production will bar 
its popularisation." 



Dreamcast 


TM 



AROUND THE CORNER 


Electronic Entertainment Expo announced 


\ kay, it’s no big 
/ surprise, but the 
fifth E3 has been 
confirmed for May 13th and 
will be held in Los Angeles. 
This is the most important 
game show of the year, 
where anyone who’s anyone 
gathers to show off their 
new games/hardware. The 
show will last three days 
and be held in the Los 
Angeles Conference Center, 


and it will stretch over 
520,000 square feet. “E3 
has evolved into a world- 
class stage for the new 
talent, artistry and creativity 
which is changing the face 
of home entertainment," 
said Douglas Lowenstein, 
President of the IDSA. “The 
show’s exhibits are a one-of- 
a-kind opportunity to 
discover the latest 
interactive trends and 


exciting new technological 
breakthroughs that reflect 
both business and cultural 
phenomena. Whether you 
are focused on Interactive 
entertainment development, 
buying or marketing, E3 is 
the time and place to get it 
done. Whether you are 
writing about or investing in 
this industry, E3 gives you 
insight into what’s hot and 
what’s not, what’s new and 


what's next in this incredibly 
dynamic industry." 

Expect Sega to have an 
enormous presence this year 
with the build up to the US 
release of Dreamcast, but 
there may be a few surprises 
from Sony and Nintendo to 
douse their flames. You 
never know, there may 
even be announcements of 
PlayStation 2 and 
Nintendo 2000... 
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SHENMUE DREAMCAST 


wmmmmmmmmm 


mMmmmmmmmmmmm 


definitely be released in the US 
and UK, but it is unlikely to be 
translated. Because the game 
contains so much speech, Sega 
are toying with the idea of 
subtitling the game. How this will 
affect the game’s appeal regarding 
Western games players has yet to 
be seen. 

As a bonus, the game features 
an arcade. Here players will be able 
to play some of Sega’s classic games 


e know we've been hyping it for 
a while now, but this game just 
gets better and better. Apart from 
the new screenshots you see below, 
some interesting details have been 
revealed about Sega’s forthcoming 
epic game. First of all, the game will 
be set in the 1980s (the story begins 
in winter 1986), and everything in it 
will be relative to that time. 

There’s also news on the 
Western versions - the game will 


- Outrun, Afterburner, Space 
Harrier and Super Hang On. Bear in 
mind, though, as Shenmue runs in 
real-time, that spending too much 
time (and money) in the arcade will 
obviously affect your game. 
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Events* 


WHATS IN THE BOX? 


New details on the technology behind the Dreamcast 


^mmm\ 

f \ ranslations of some 

\ ■ / ^he more technical 

aspects of the 
Dreamcast have taken a 
while to arrive in the UK. 

CSK Research Institute have 
announced full details on two 
of the resources that are 
available for Dreamcast 
developers. ADX audio 
software allows the machine 
to play CD quality audio 
while simultaneously reading 


and processing data; the 
software has the added 
bonus of taking up only 1% 
of the processor’s resources. 

It can also be used to rapidly 
compress or decompress high 
quality samples with no loss 
in quality. 

CSK’s MPEG Softdec 
visual technology is the 
driving force behind the very 
impressive pre¬ 
rendered/video scenes that 


are to appear in the early 
titles. It essentially allows 
the machine to play back TV 
quality video at 24 frames 
per second, and is also 
versatile enough to allow for 
advanced real-time 
graphics to be overlaid on 
top of the video. 

Developers have been 
quick to use the new 
technology. All four 
launch titles used the 


MPEG Softdec software, and 
titles such as Sonic 
Adventure, Aero Dancing 
and Buggy Heat will be 
using both technologies 
come their release. 
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FERRARI F355 
STREETS AHEAD 

AM2’s upcoming Naomi-based 
Ferrari F355 is unlikely to 
appear on Dreamcast. With 
Dreamcast and Naomi 
software so similar, why is 
this? Weil, according to 
sources, Ferrari F355 will use 
four Naomi arcade boards - 
approximately eight times the 
power of a Dreamcast. 

Ferrari F355 will also use 
a three monitor set-up to 
create a 'virtual reality' 
experience for drivers - 
players will be surrounded by 
the game. Despite the gap 
between the arcade machine 
and the Dreamcast, however, 
we shouldn't rule out a special 
home version. 


NINTENDO AND 
SONY TOP OF 

THE TREE 


Big two dominate in the Christmas rush 


\ ccording to the Wall 
J Street Journal, 
Nintendo and Sony 
are currently leading the 
video game market in the US. 
Sony are top of the pack in 
terms of hardware sales, 
while Nintendo have the lead 
on software receipts. Zelda 
64 recorded $150 million in 
sales (2.5 million units) over 
December, while hardware 
and software sales totalled 
$6.3 billion in 1998. Sony 
sold 2.9 million PlayStations 


in December - a two-thirds 
share of the market - while 
Nintendo sold 1.4 million 
N64s over the same period, 
giving them a third of the 
market. However, Sony 
outsold Nintendo in terms of 
overall software sales, shifting 
a total of 4.7 million units, 
even though Nintendo had 
five out of the top ten best 
selling games. An analyst at 
NPD claimed that hardware 
sales could rise by as much 
as 10-12 percent in 1999. 


SPEAK TO YOUR 
DREAMCAST 

Sega announce voice recognition system 

will be a game called 
Seaman. Again, it is a 
virtual pet game, but this 
time it will feature fish with 
the heads of men. However, 
the growth of your pet will 
vary depending on how you 
treat him/her/it or whatever 
it is. Don’t expect this title 
to be released in the West. 



ollowing Nintendo's 
Japanese-only 
release of Pikachu 
Genki De Chu, which allows 
gamers to quite literally talk 
to their virtual pet, Sega 
have announced a similar 
system for the Dreamcast. 

The first game that will 
use this ‘microphone pak’ 


DREAMCAST: 
A NEW TYPE 

OF PC _ 

Dreamcast peripherals to break boundaries 


PH \eports are breaking 
/from Japan that 
Sega are about to 
announce both a hard drive 
and printer for the Dreamcast. 
This move would shift the 
console even closer to its PC 
roots, blurring the boundaries 
between the two formats. If 
you take a look at the back of 
a Dreamcast, you’ll notice 
that it has a serial port with 


USB (Universal Serial Bus) 
related functions - a 
connection port that allows 
almost every kind of 
peripheral to be connected. 
Rumours are also rife that 
Sega will be releasing a LAN 
(Local Area Network) device 
for the Dreamcast. This would 
allow a number of Dreamcasts 
to be linked together for 
multiplayer games. 




NINTENDO’S SMASH HIT 


Smash Brothers for the West? 



eports are coming 
in from Japan that 
Nintendo’s latest 
release, the intriguing AH- 
Star Smash Brothers, is 
selling like hot cakes. 
Apparently, many of the 
major retail stores in Japan 
have sold out of the game. 
Although Smash Brothers 
has not yet been confirmed 
for the overseas market, it 
seems that encouraging 
sales figures have as good as 
cemented a world release. 
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C » limax Entertainment’s action 
I RPG for the Dreamcast is now 
nearing completion, and judging 
from these latest screenshots it could 
be a key title, certainly in its native 
Japan. Although it remains to be seen, 
Climax promise an adventure to rival 
the N64’s Zelda. Both the game world 
and the combat are obviously 
influenced by Miyamoto’s classic, but 
with the added power of Dreamcast 
this could be the most visually 
stunning RPG yet. It is still unknown 
whether or not the title will be 
translated to English for the US and 
UK markets. We certainly hope so... 
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Few games developers have such a reputation for quality as Square. 

Their smash hit, Final Fantasy Vll, was hailed as one of the 
greatest computer games ever, and FFVIII could prove to be even 
better. But that^s just part of the story; this month Total CONTROL 

takes a ioofc at the past, present and future of Square. 
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quareSoft started life in Japan as Square Co. Ltd 
small developer writing games exclusively for the 
Nintendo Entertainment System (NES), known as 
the Famicom in Japan. Square were finding life hard 
and were in desperate need of a major hit to boost their 
fading fortunes. The head of the company, Tomoyuki 
Takechi, and executive producer 
Hironobu Sakaguchi, hit upon 


gone on to sell nearly six million copies world-wide. The series 
as a whole has sold more than eighteen million units so far. 
Square's fortunes have grown alongside the games they have 
created, and they are now one of the most successful games 
developers in the world. Many of their games have sold over a 
million copies, including Romancing Sa-Ga and Secret of 
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SaUAI'?.ES0FT SIAR1' 
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JAPAru AS SQUARE CO. LTD 

FOR T^iE 



A SIViAiX OEVEIOPER 








the idea of an unprecedented 

one megabyte cartridge containing a story-based, character- 
led rote-playing game. At the time. Dragon Qtyesf, an RPG 
developed by rival company Enix was selling well in Japan. 

This new game was to be very much a last-ditch effort for 
the ailing company; if it failed, then the company would fail 
with it. They poured their last Yen into the development of the 
project, and in recognition of this fact they named the game 
Final Fantasy. And thCtestra^they say in the big book of 



writer's cliches, is history. 




Fantastic success 




Mana. Square Co. Ltd. are now the biggest third-party console 
game company in Japan. 

In 1989, under the name SquareSoft, the company opened 
their first office in America, in Redmond, Washington. This was 
an effort to establish the company as a major player in the 
market outside Japan, as well as keeping up their close working 
relationship with Nintendo. The Final Fantasy games were 
subsequently sold in America, although the numbering differed 
so that the Japanese game known as Final Fantasy IV was now 
called Final Fantasy II in America. 




Final Fantasy was a massive hit, and went on to spawn a long 
line of sequels. The series has gone from strength to strength, 
and has sold by the million throughout the world. The latest in 
the saga, Final Fantasy Vll, was released in 1997, selling three 
million copies within two days of its Japanese release, and has 


Moving out 


In 1996, after developing the Mario RPG, Square were finally in 
a position to sever their ties to Nintendo, giving them the freedom 
they needed to develop games for other formats. Since 1996 
they have been developing games for the Sony PlayStation, as 
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The awesome graphics of the summon spells are based on myths and legends from around the world as diverse as King Arthur and the ancient Greek pantheon 
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BRAVE FENCER HySASHI 

Although best known for ‘serious’ RPG titles, Square have proved that when they turn their hand to humour they can do it better than most Brave Fencer Musashi is an action adventure set in the mythical 
Atiucaneet Kingdom, a world under threat of destruction from the Wizard of Darkness. Featuring characters with names like Princess Fillet, Scribe Shanky, Butler Livers and the spy Gingerelle, quirky 
humour plays a big part in the game. When the Princess casts the fabled Summon Hero spell, the legendary Musashi appears to save the land. 

Featuring Square’s trademark of stunning graphics and animation, along with great characterisation and great gamepiay, this is a superb game. Although Brave Fencer Musashi is currently only 
available as a Japanese language import, a US version is supposed to be appearing sometime soon. 


umour plays a big part in Brave Fencer Musashi. The cartoon-like style of the characters and the quirky storyline fit in well with the bizarre but brilliant graphics 








Square have always been known for spectacular artwork, and Final Fantasy Vlfl is no exception. The special effects push the limits of the PlayStation's abilities 


well as for the PC. Final Fantasy VII was the first of the series to 
be developed for the PlayStation and.has?become the biggest 
selling game ever on that platform, but more was to follow. 

In 1998, Square signed a reciprocaragfeement with Electronic 
Arts, forming two new corporate entities. Square Electronic Arts 
L.L.C., based in Costa Mesa, California, handles the publishing 

I 

and distribution of all Squaresoft products in North America, 


Rey, California near their sister company Square USA, as well 
as maintaining development studios in the beautiful 
landscape of Honolulu, Hawaii. Both parts of the company 
come under the ownership of parent company, Square Co. 

Ltd. in Japan. 

Their current range of games are selling well all around 
the world, and the company’s reputation continues to grow. 

Advance orders for the 
forthcoming title Final 
Fantasy VIII have already 
exceeded a million units imJapan, and Ehrgeiz: God Bless 
the Ring, a beat-'em-up featuring some of the characters 
from Final Fantasy VII, is one of the most talked about new 
fighting games for the PlayStation. Other new titles such as 
Parasite Eve, Xenogears, Brave Fencer Musashi and 
Bushido Blade 2, have received widespread critical acclaim. 
Although many of Square’s games are never officially 
released in the UK, they remain popular choices on the 
Japanese Import market. 
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wl/ HAVE FACfUTIES IN MARifVIA DEL REY. CALIFORNIA, AND IN THE BEAUTIFUL 
LAWOSGAPILOF HONOLOLO HAW Alt. AS WELL AS THE JjARENT COMPANY IN JAPAN 


while Electronic Arts Square deals with the sale of EA products 
in Japan. The deal has worked well, and last year saw the 
release of a series of new titles which have taken the company 
away from their traditional territory of RPGs into other genres, 
such as beat-'em-ups, strategy, racing and adventure games. 


m 


Surf’s up 

Having left their Redmond studios in 1996, shortly after 
split with Nintendo, Square now have facilities in Marina del 








Dazzling FMV sequences are a Square trademark. These stills are taken from the i 


:itle in their long-running RPG* series 
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Using a stunning combination of pre-rendered backgrounds and gforious movie quality FMV Parasite Eve tells the story of Aya Brea, a New York cop, and Eve, a genetically modified being with horrific powers. 
Although similar in theme to Capcom's Resident EvU, Squaresoft’s game manages to have its own unique style. The turn-based combat system is similar to that in Fmal Fantasy VII, with a time meter limiting 
the rate of attacks, but the ability to move about between attacks enables the player to dodge and evade. The vast choice of weapons and the option to customise them to produce your own super weapons 
gives the game an additional depth. 

Parasite Eve blurs the line between film and game, with a plot which is advanced by the use of some of the best video sequences ever seen. Although the game can be completed in just ten hours of play, it 
has an incredible atmosphere and is a very enjoyable experience. It is a little unoriginal for such an innovative company as Square, but a brilliant piece of work nonetheless. 





Actress: Listen... 

Your cells are trying 
to communicate... 





Parasite Eve has a strong theme of cinematic horror running through it, but has a turn-based combat system similar to the one found in the Final Fantasy games 
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quare's executive producer, Hironobu Sakaguchi, is the 
creative genius behind the Final Fantasy series and is 
a notoriously difficult man to get an interview with; 
Here are a few selected words of wisdom about the 
origins^of the world's greatest RPG. 


r&' 


Sakaguchi on how the Final Fantasy series began: 

"In 1986, when the first Dragon Quest series came out in 
Japan. It was very popular among the gamers. I wanted to 
create something that was completely different from that. The 
concept behind the whole series was to give birth to the 
‘ultimate (or final) fantasy story’ - Final Fantasy. 



Sakaguchi on gaming technology: 

“The game consoles have developed greatly in the past ten-plus 



years. We have always had, and will, continue to challenge the 
technology to the limits. Of course, an attractive game cannot 
be made without researching and studying’the technical 
aspects of the consoles. We will always seek to make the most 
of those possibilities.” 

Sakaguchi on the origins pf the Final Fantasy characters: 

“So much work goes mt§|j:reating one single character that 
is 'live' in the game. The creation of a character is not 
handled by just one person/creator; one will give it a figure, 
one will give it movement, another will give it 
personatity/attitude with words and so on. I’m sure that 
each individual had his own model/character in mind. The 
imagination and skills of those creators come into one to 
complete the characters." 



XEHOGEUtS 


Preceding the imminent release of Final Fantasy VIH, Xenogears is Square’s most recent full-scale RPG. It centres on the exploits of Fei, a typical big-eyed, spiky-haired loner with special powers and memory 
problems. It also features that perennial Japanese favourite, enormous walking robot fighting machines. Who first came up with that idea, and why?/eno^ears has a plotline of Square’s usual epic proportions, 
and this is expounded at length with a great deal of text. For casual gamers, this can make the game slow and disjointed, but for hard-core RPG fans, it is well up to the high standards we have come to expect 
from the Final Fantasists. _ 

The graphics are also well up to scratch, using a real-time engine and sprite-based characters, and a camera angle which can be moved around to get the best view. The combat system is closer to a beat- 
'em-up game in style, with big differences between your character when in his gear and when fighting alone. 

Xenogears isn't a sequel to Final Fantasy VII, but it will keep role-players happy until FF VIII comes along. 
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Although it relies on a large amount of text to carry the intricate storyline, Xenogears has a combat system closer in style to a beat-'em-up game such as Tekken 
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BIISHIDO BLADE 


Far too many beat-’em-ups look so similar that it takes a close inspection to tell them apart. Not so with Bushido Blade and its sequel. Bushido is the iapanese Samurai warrior's code, governing behaviour, honour 
and combat - especially the use of weapons. It is the weapons which set the Bushido Blade games apart from the vast majority of other fighting games. In Bushido Blade 2 there are six main weapons available, 
mainly varieties of swords and spears, plus a range of secondary weapons. These include such things as poignards, knives and fans, but also projectile weapons including throwing stars and even firearms. 

The fighting system includes a wealth of detail. Moves for attack and defence are based on the capabilities of the weapon being used, and with skill it is possible to kill even the toughest foe with a single 
blow. There are two viewpoint modes, either a standard side view or a more difficult but satisfying first-person perspective. Bushido Blade 2 is a remarkable game, and takes the genre of beat-’em-ups to a 
new level. It is available on English language American import. 
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Square re-defined the limits of the beat-’em-up genre with the first Bushido Blade game. The sequel adds a selection of secondary weapons, including firearms 







Sakagucht on the Final Fantasy storyline: 

“It all started out with several members with their own 
ideas for the story. They were all in bits and pieces at first, 
from a portion of the setting, a piece of the character, a part 
of the story, etc. We all looked at what everyone had 
brought to create this masterpiece. Basically, we kept the 
good and took away the bad ideas. With a main storyline in 
place, we made numerous adjustments to make it into the 
form of a game. Because of the changes during 
development, the entire story didn’t come.to a close until 

-V.vn'jir 

the last minute 


Producer: Hironobu Sakaguchi 

The original concept of the Fhal Fantasy games came from the fertile mind of Hironobu Sakaguchi, who has been the 

- . Ill ■ ... 

game’s producer throughout the entire series. Although the creation of almost any computer game is a team effort, it is 
Sakaguchi who has provided the impetus and vision. 

Director (FF l-lll): Hiromichi Tanaka 

Although he still works for Square on many major projects, the director of the first three games in the series has now 
handed over responsibility to Yoshinori Kitase 

Director (FF IV-VIII); Yoshinori Kitase • 

An aspiring film director; Kitase found the Japanese movie industry too restrictive. Drawing oril^is^ackground, he has 
brought a unique cinematic style to the series. - ' 




Sakaguchi on the global appeal of tm series: 

“In Japan, many Square fans and gamers havefthqif fa|Ourite 
Final Fantasy game, that not necessarily being FFW/. ^ you 
know, some pluvious games of the series were^docplsei and 
released in Nofth Artierica.” 


ResponsiblMr the distinctive scores of all of the Final Fantasy seHrls, Jematsu is a versatile musician who has been 
compared to the film soundtrack composer John Williams. The fTAa/ fanfasy soundtracks have been released as 

. . V'. 

albums in Japan, as hasa solo allHtm by Uematsu I 

Character Artist (FF l-VI): Yoshitaka Amano 

Amano is a well-known and respected artist in Japan, and his amazing artwork on the first six games helped to build 
and define the characters in the games. 

Character Artist (FF VII-VIII): Tetsuya Nlkura 

The 3D polygon animations of the latest games requires a different approach to art, so Square called in Nomura, a 
traditional manga artist, to do the characters. 


Sakagucbf^n how many Final Fantasy games they may make 

“I would like to continue with the series as time (and energy!) 
permits. I’m aiming for maybe up to 30.” 


Sakaguchi on his favourite games: 

“I’m a big fan of simulation RPGs. I admit to playing most 
simulation RPGs released by other developers. I would definitely 
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want to work on something like Final Fantasy Tactics.” 
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I Having expanded the boundaries of the beat-'em-up genre once with Bushido Blade, Square have set out do it again with Ehrgeiz: God Bless the Ring. Despite the rather appalling name, this co-production 
I with Namco (creators of the Tekken series) is a complex multi-levelled fighting game featuring the characters Cloud, Tifa and Sephiroth from Final Fantasy VII. The main battle arena mode is three- 
I dimensional, with combat taking place on multiple levels, and the characters can run about with complete freedom. All the characters have special moves, and many also have missile weapons. The standard 
I of animation is very high, and the use of the PlayStation's high-res mode makes the game look terrific. 

I There are several battle modes built into the game, including the Godless Quest, a random dungeon adventure; and Battle Panel, a sort of combat Othello. 

I Ehrgeiz doesn’t quite match the complexity of Tekken 3, but it doesn’t try to. Instead it offers full 3D combat and superb graphics, with some superb sub-games. A beat-’em-up for RPG fans. 
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Having pushed the limits of beat-’em-ups in one direction with Bushido Blade, Square added 3D role-playing elements and some very familiar characters for Bhtgeiz 
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FORMAT 

Dreamcast 

PUBLISHER 

Sega 

DEVELOPER 

In-House 

STYLE 

Racing Sim 

RELEASE 

Out Now 

PLAYGROUND PRICE 

£64.99 

VMS 

Yes 

ON-LiNE 

Yes 



Anticipating what could have been 
the most graphically accomplished 
game on the Dreamcast so far, the 
initial impression was of slight 
disappointment. But after only a 
few races the game's true positive 
points become more than apparent. 
This is a true arcade racing game - 
great gameplay and one of the most 
entertaining on any system. You 
soon realise there are going to be 
many late nights ahead. 


Sega’s third major Dreamcast launch has had a 

troubled development. Would the many worries of 

a poor arcade conversion prove justified? 


\ ega’s Saturn port of the 
/original Sega Rally was a 
huge success, significantly 
helping to shift what was rapidly 
becoming an ill-fated machine at 
the time - few could argue with 
the accuracy of the arcade 
conversion. It comes as no surprise, 
then, that the successor to the game 
that managed to keep the Saturn afloat 
for as long as it did will complete a trio 
of games that will be used to drive the 
launch of the new Dreamcast. Although 


Sega have held back on its release for 
longer than expected, Dreamcast 
owners will now be able to place it 
next to Virtua Fighter 3tb and Sonic 


was a major contributor towards this, but 
the delay of its release seems to have 
paid off. Sega Rally 2 Championship is 
certainly no disappointment. 
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RACING UP TQ THAT POIMT 


Adventure on their games shelf. 

Many coin-op conversions of the past 
have turned out to be disappointments; a 
worry expressed towards Sega Rally 2 
from an early stage in its development. Its 
poor screening at the Tokyo Game Show 


Time to breath 

Sega have gone on record as saying that 
their Dreamcast ports will actually be 
better games than their arcade 
counterparts. The improvements on 
show here are certainly evident - more 
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The car customisation screens make a significant difference to the vehicles’ handling. Secret paint jobs can be found as well 
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The replay feature may not be as good as GT's, but it’s still very impressive 


cars, more tracks and more game modes 
- but there have also been sacrifices 
made to the graphical and technical 
sides. Fortunately (and far more 
importantly), the gameplay is an almost 
exact replica. 


ahead. Things like tyres are automatically 
selected for you, but you still have the 
option of going back and making a 
different choice if you feel they are 
Ineffective. The type of gearbox that you 
fit to the car can also be very influential 



The three cars from the arcade game 
all make a return for the Dreamcast 
version, but they are now joined by a 
number of others, bringing the total 
available to 20. All are not immediately 
accessible, and some must be unlocked 
by achieving certain targets within the 
game. Each differs vastly, with enough 
variation for everyone to find the one with 
the perfect handling for his or her own 
driving style. Before each race the car 
set-up option allows you to easily 
change suspension and gear ratios to 
further fine tune it to the conditions 


in certain races. Most cars usually come 
with a choice of four (two manual and 
two automatic), with between four and 
seven steps in each. Because the models 
are all accurate replicas of the real thing, 
there are no damage models in the game, 
but other visual effects like mud build ups 
look superb. 

Get a grip 

Sega Rally is well-known for its 
excellent car handling. Traditionally you 
spend the majority of the race sliding 
into the screen facing from left to right 



One feature that will no doubt prove immensely popular in Japan is the Network option. 
Using Sega’s own server, players can log onto this and take part in a proper race against 
some slightly more challenging opposition. We have not yet been able to test this, but keep 
an eye out in future issues for more information about the Dreamcast’s network capabilities 
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or vice-versa as you struggle to make it 
around each corner without hitting the 
verges on either side. The car control is 

fairly innovative; the 
v.: . . . . : two shoulder buttons 

m QQUmm are used tor braking 

and acceleration, 

presumably because of their analogue 
capability. It seems a bit awkward at 
first, but it soon becomes the much- 
preferred method. Sega Rally 2 has 
obviously been designed with the 
imminent steering wheel add-on in 
mind, and, unlike many other racing 
games, Rally 2 would benefit 
immensely from the accessory. Rather 
than having to get each corner exactly 
right, this is more about choosing the 
right moment to steer into the bend, 
knowing that the back of the car will be 
thrown out as soon as you begin the 
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From this screen you can 
check out the conditions for 
the next race 
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There is not much difference 


in 


detail between single and 


two player modes, but the network option promises the best multiplayer races... if you know how to use it 
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Skidding on mud or snow surfaces sprays dirt on to your car as you progress through the race. Learning how to achieve these powerslides is vital to win 



turn, and then turning sharply into 
your skid as you are nearly through it 
so that the rear of the car snaps back 
straight. Accurate timing of your 
brakes and accelerator and choosing 
the right racing line determines the 
level of success in a race, but different 
surfaces change the handling so you 
won't master it easily. There is 
generally far more room for error in 
Sega Rally 2, but making a perfect 
hairpin at the maximum possible 
speed and shaving a few seconds off 
your fastest lap times can provide 
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immense satisfaction. The car does 
occasionally feels as if there is not 
enough grip, but it's not a big problem. 


This is cult fiction 

With such a big cult following, the 
arcade mode predictably remains 
pretty much the same. It's a race to 
the next checkpoint before your tight 
time limit expires, but the three 
tracks have now been bolstered by 
an additional four. With the attention 
to detail of the older tracks already 
impressive, it’s good to see that Sega 
have not let that slip for the new 
courses, which match them in every 
respect. The additional game modes 
are the Time Trial and the Ten Year 
Championship. The first needs no 
introduction, while the Challenge 
mode provides the bulk of all single 
player action. Each year consists of 
four single lap courses. Your position 
and time is carried on from the 
previous race, and depending on the 
total time you may or may not 
proceed to the next. Finishing in first 
place will take a very long time and a 
lot of dedicated practice, but 
managing to do so brings rewards 
such as unlocking one of the twelve 
bonus cars. Obviously there are not 
40 courses on the CD, but some of 



the tracks have been designed with a 
number of different routes so you are 
often led through the level in a 
different way. With some very varied 
weather conditions as well, all of the 
seasons are very different and 
increase in difficulty as you progress. 

From a technical point of view I 
was not as impressed with Sega Rally 
2 as I was after seeing Sonic 
Adventure for the first time. Although it 
does look great, the screen update was 
occasionally slow when there were 
multiple cars on screen. The resolution 
seems lower as well, with noticeable 
(but not intrusive) blockiness, 
especially on distant cars. The cars do 
look very impressive - certainly of 
accelerated PC quality - and some of 
the reflection effects are superb, while 
the transparent windows allow you to 
see the full interior of each car. But 
some of the other effects, particularly 
the rain and snow, look extremely 
rushed, and after seeing Sonic it looks 
as if it some of the game could have 
been slightly more smoothed down. 
After recently fitting a new Voodoo 
Banshee card in my PC, perhaps I’m 
slightly biased in that respect - Sega 
Rally 2 is certainly the best looking 
racing game you could get on a 
home console. 



There are loads of nice touches in the game. As you drive past the crowds you will notice the flashes of their cameras - it looks great in night-time levels 
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In an average race you’ll cross many different terrains that change the handling model for your car, which can occasionally make you feel as if you’re separated from the road 


The sound quality is also a very 
mixed bag. The in-game effects are 
great and there are far more lines of 
speech than before, but some of the 
music is highly questionable; 1 don't 
care what you say, but music tracks 
with jazz-style big band solos really 
do not suit this style of game. Still, 
after a while you don’t really notice 
it, and there are a few more 
appropriate music tracks to be heard. 
Alternatively, just turn the music off. 


following what appears to be a strictly 
predetermined route around every 
course. They serve as no challenge 
whatsoever, instead they are more like 
moving obstacles that pop up every 
now and again for you to avoid as you 
rush past them. Yes, you do have a 
race position, but the opposing cars 
may as well be ghosts used to inform 
you of how well you’ve been racing up 
to that point. True to the arcade, this is 
stilt a game that encourages you to 
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IS HUGELY PLAYABLE. SOPREMELY CHALLErNIGIWG^ftNDJMMEIViSE FUfil 


Sega Rally 2 Championship is a cult 
game that will be lapped up by the fans. 
Like Virtua Fighter 3tb, it’s not quite 
arcade perfect, but the new additions 
more than counter that for me. But even 
though this is a fantastic racing game, 
PlayStation owners can still boast that 
their console retains the number one 
title of the genre; Rally 2 never looked 
like challenging the detail and depth of 
GT, and it’s no surprise that it falls a fair 
way short. Still, it’s certainly a must-buy 

for owners of the new 
console. Easy to pick up 



You give me road rage 

The only real excuse for you not to 
this game is the A1 of the other cars 
that you’ll be racing against (racing 
may not even be the right word). They 
are far too spread out, drive 
significantly slower than you and 


race against the clock rather than 
anything else. It’s a shame for some, 
and without the arcade following it 
would be tempting to be critical, but - 
and especially if you’re already a fan of 
the game - it’s nothing that will detract 
from your enjoyment. 


and very difficult to put 
down, Sega Rally 2 Championship is 
hugely playable, supremely challenging 
and immense fun. It’ll last you a while 
too; even after you finish the game, 
you’ll still be attempting top shave split 
seconds off your lap times for a long 
time to come. Will 


If there was ever going to be a 
conversion the PC would be the most 
likely to receive it, but it seems very 

unlikely at the moment. 
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No, no and no. it’s about as likely as 
Mario becoming Sonic’s new sidekick, so 
wouldn’t lose any sleep over it. 


PlayStation o o o o o 

Sega releasing one of their major 
Dreamcast releases on their rival 
machine? Not in this life. 
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Sadly there is no four-player race mode in Rally 2 ~ you’ll have to make do with the two-player battle option. It’s a simple race between two cars to the finish 
over a number of taps, there are no other CPU cars at all and overall it’s a fairly drab affair. It does increase the game’s life significantly, though; there’s not too 
much loss in detail and it moves along fairly quickly. It’s just a shame that this mode was not better implemented - it deserved to be so much more. 


IMPORT 
SOFTWARE 
SUPPLIED BY: 


PLAVCSROUnO 

PRODUCTOnS 




GAME NAME 


Sega Rally 2 


GRAPHICS 


87 


SOUND 


82 


PLAYABILITY 


93 


OVERALL 
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Out of 100 

J. : 3 ■ 


117 


March 1999 Issue 5 Total CONTROL 























































































We’ve seen a lot of Capcom’s jewels these past few years. Now 
they’ve elongated their list of Street Fiahter prequels with Street 
Fighter Zero 3. In my opinion, a must-have game. 
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FORMAT 

PlayStation 

PUBLISHER 

Virgin 

DEVELOPER 

Capcom 

STYLE 

Beat-’em-up 

RELEASE 

Out Now 

PUY6R0UN0 PRICE 

£59.99 

PUYERS 

1-2 

ANALOGUE 

No 

DUAL SHOCK 

Yes 

MEMORY CARD 

One Block 




One of the major difficulties you will 
almost always find with this type of 
game on the PlayStation is the 
control system. A four-buttoned pad 
is simply not right when you want to 
pull off some awesome moves that 
kind of send your opponent into 
oblivion with a stream of blue-green 
light. The only way I found to get 
around this problem was to 
configure my own buttons. Thank 
God for the options screen! 


fter the appaling renditions of 
X-Men vs Street Fighter Ex and 
'ampire Saviour Ex, I must 
admit 1 was a bit wary about what exactly 
I was going to find with this one. The 
PlayStation isn’t known for its glorious 2D 
games, and as often as not the games 
turn out terrible because of all the 
sacrifices that have to be made (I’m not 
mentioning KOF in particular, but...). 
Anyway, I gave it a go, and now it may be 
the right time to get out the crockery and 
set the dinner table, for 1 shall be eating 
humble pie! This game enacted its theme 


of violence by taking my doubts and 
shoving them in a rather suspect orifice! 

In short, I have been impressed. In fact, it 
is so far apart from its predecessors that I 
might even buy it myself. 

There’s a nuvuer one! 

Capcom have always been up there as 
the top 2D beat-’em-up creators with 
few rivals, the best competition coming 
from another group of gaming stalwarts, 
SNK. Lately, in a bid to monopolise the 
rights to all the world's 2D punch-up 
violence, they've further endeared 


themselves to fans by resurrecting some 
favourite characters of old (namely some 
Final Fight ones) and pitting them 
against the ‘III ole Street Fighters, and 
they've created some match-ups we 
could only have dreamt of prior to their 
respective games i.e. a brawl between 
Spiderman and Juggernaut, or a 
Cyberbot fighting Ryu - you must admit 
they are a pretty odd pair. All this, 
coupled with over-the-top moves and 
specials, has re-invented the 2D smack- 
'ein-up and made the world stand up 
and take notice of the scene again. 




Most of the characters will be instantly recognisable as they have appeared in other Street Fighter games in the past 
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Backgrounds are functional at best, but then who really cares with great gameplay 
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Street Fighter Zero 3 is the 
first game to really make use 
of the new Sony 
PocketStation. At the time of 
writing we have still been 
unable to get hold of one 
from Japan, but we 
understand that fighters can 
be trained Tamagotchi style, 
enhancing their skills before 
taking on other players. 


SF Zero 3: Top or flop? 

Well, everything started off pretty much 
okay. Plenty of artwork, lots of shouting. 
Nothing much seemed out of the 
ordinary (apart from the logo flying in 
from all angles). I battled through to the 
character select screen and, lo and 
behold, I was confronted with what at 
first appeared to be a group of Millwall 
fans in cartoon form. There were a 
massive 29 characters to pick from, ail 


looking like they wanted a fight and 
staring at you as if you had just insulted 
their mother ~ and that’s just to start 
with. Obviously secret characters or 
differently costumed characters are still 
rich for the pickings then. 

Naturally, 1 chose Sagat (well, you 
have to have a hard nut if you want to 
kick ass!), and the game gave me a 
choice of three fighting styles - X-ism, 
V-ism and Zdsm. It's a bit like the 
modes in SF Alpha 2, with the choice of 
only two turbo settings. 

A nice surprise was the fairly 
limited loading times. These were 
made shorter by being given some 
smart drawings of the opponent to 


gaze at (or gawp at, if you happen to 
be fighting Juni or Juli!). There are a 
host of new characters (or not-so-new 
in some cases, but new to the series). 
It hasn't quite been revealed to me 
exactly how they fit into the plot yet... 
well, not in English, anyhow. Juni and 
Juli are very similar in looks to 
Cammy, but judging by the way they 
salute the ‘mystically’ appearing 
M.Bison in their winning pose, I think 


it would be safe to assume they are 
working for him to get Cammy back. 
The others? Well, you tell me - I don't 
speak Japanese. 

But I want to play with a 
new toy, mummy! 

A host of new gimmicks on its own 
couldn't have done the job of regaining 
any interest in the series on my behalf. 
However, the game itself, if I was to 
put a word to it, would be more... 
well, Americanised. There's heap loads 
of shouting, big metallic sounding 
crashes, and I swear to God I could 
have placed money on Don King 
popping up from somewhere, it’s that 


loud! To cram even more features into 
the game, it makes use of the Dual 
Shock pad, just to give it the real feel 
of a ‘rumble in the jungle'. The best 
new toys, though, have to be the 
characters, and here they are: R. Mika, 
Juni, Juli, Karin; and also the 
revamped characters: T. Hawk, E. 
Honda, Cody, Fei Long, Cammy, Dee 
Jay, Vega, Balrog and Blanka. 

What’s my opinion? I honestly think 
that this is a beat-'em-up 
that novices and experienced 
players can enjoy alike; the 
plots are still there, the 
artwork is pretty amazing, and the Dual 
Shock function is handled well. This was 
quite a good reprieve for the people of 
Capcom - they made a fantastic job 
with the arcade, and an equally good 
translation in the form of the 
PlayStation. I think you will be as 
satisfied with the game as I was, and if 
it wasn’t for a few bugs in my version 
(i.e. some dodgy music and a few un- 
noticeably missing frames - so I’m fussy, 
alright!) then this game would have 
scraped into the lower nineties. As far as 
I can see. The best 2D beat-'em-up you 
can get on the PlayStation is sat here on 
my lap. And you can't have it! (Not yet, 
anyway). Wayne 


WAMTED A FIGHT AMD STARIRiG AT YOU AS IF YOU HAD JUST IWSULTED THEIR MOTHER 



New characters to Street Fighter include a few that many of you will recognise from the Final Fight series of beat-’em-ups 



Animation in Street Fighter 
games is famous for taking 
liberties, as E. Honda’s 
detached forearm shows 



Although it is quite easily possible, the PC 
isn’t renowned for its back catalogue of 
Street Fighter games. I don’t think this 

one will make it either. 

N64 _ 90000 

Highly unlikely, but not totally out of the 
question. However, the market hasn't yet 
been broken into on the machine - and it 
probably won’t with this game. 

Dreamcast e ® o o o 

It is almost certain that a 2D beat-’em- 
up will be made for the Dreamcast, but it 
probably won’t be this one because it 
wouldn’t make best use of the 
machine. Perhaps an enhanced version 

of Marvel i/s Capcom. 


IMPORT 
SOFTWARE 
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PLAVGWJUnO 

PRODUCTiOnS 


VERDICT 


GAME NAME Street Fighter Zero 3 
GRAPHICS _ IS 

SOUND_80 

PLAYABIL ITY 81 
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Out of too 
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Mystical Ninja 64 was a minor hit on the N64 - and 
deservedly so. its mix of bizarre Japanese humour 
and gameplay not too far from Mario 64 went down 
very well. Now Goemon returns in the sequel, 

Goemon’s Great Adventure. 



I TAKING CONTROL 


I 


Great. The Mystical Ninja returns in 

# 

all his wacky Tapanese glory, only 
this time most of it’s in 2D. Oh, 
maybe it's not going to be that 
much fun after all... 



I INFORMATION 

I 

FORMAT 

N64 

PUBLISHER 

Konami 

DEVELOPER 

In-House 

STYLE 

Platformer 

RELEASE 

Out Now 

PUY6R0UND PRICE 

£59.99 

PLAYERS 

One 

RUMBLE PAK 

Yes 

MEMORY PAK 

Yes 

EXPANSION PAK 

No 


ystical Ninja 64 was, and still 
is, one of the most underrated 
and interesting 3D platformers 
available on the N64. The mix of near 
Mario quality graphics and gameplay and 
some bizarre Japanese humour made 
this game a unique experience, and a 
very enjoyable one to boot. However, 
Mystical Ninja 64 did stray from the 
famous series' ridged formula, replacing 


the classic two-player sideways scrolling 
action with the three dimensional free- 
roaming kind. Fans of the original SNES 
games will be dead chuffed to hear that 
this latest incarnation of the blue-haired 
one reverts back to the 'good old days' - 
the majority of Goemon’s Great 
Adventure is sideways scrolling, and 
it's all two-player co-operative (if that's 
what you like). 


Age before beauty 

The story follows the wise old man 
(he’s appeared in every Goemon game 

mt- 

so far) and his invention of a machine 
that can re-animate the dead. Sounds 
like a good idea? Welt, it is, until the 
machine is stolen by an evil warlord 
who decides to use it to re-animate 
ghosts in an attempt to take control 
over all of medieval Japan. Cue Goemon 



Our hero gets to meet what appears to be the Japanese equivalent of Santa Claus before continuing on his adventure 
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A MOTLEY CREW 

The four characters from Mystical Ninja 64 return and, of course, they are ati playable. Each has his or her own abilities, and changing between them 
can make a big difference to the gameplay. 


Goemon is the 'average’ 
character of the group; good 
speed, can jump fairly well, but 
he's not that powerful. 


Goemon 
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Ebisumaru 

Goemon’s little rotund sidekick is 
fairly slow, but he is by far 
the most powerful of all the 
playable characters. 


Yae 

A green-haired she-ninja, Yae is a 
master sword fighter who also 
has the unusual ability to turn into 
a mermaid. 


Sasuke 

A miniature mechanical ninja, 
Sasuke is the fastest of the 
bunch and can upgrade his 
projectile attacks. 


Much of the game can be played without the language barrier being a problem, however, we'd recommend most players wait for the inevitable western version 


and his lardy sidekick, Ebisumaru, to 
jump to the rescue and restore peace to 
their native land. 

The gameplay in Goemon's Great 
Adventure comes in the form of two 
different types - RPG-style sections and 
traditional 2D platform action. Inside 
towns and villages players are free to 
explore and talk to the inhabitants, 
while outside towns the gameplay is 
simple 2D (eft to right scrolling stuff. 
There's little more taxing than the usual 


bashing of enemies and jumping on 
platforms - it’s something of a 
disappointment after the open 
landscapes of the last Goemon game. 
There are some redeeming features - 
you can acquire and ‘ride’ various 
vehicles such as mechanical horses and 
sumo suits, and levels gain multiple 
routes as you get further into the game. 
This doesn’t really add much to the 
gameplay - it’s just there for a bit of 
variety really. There is a great deal to 
make you smile later on in GGA, 
however, and this comes in the shape of 
sub-games and the sections which 


require Goemon to climb into the giant 
roller skating robot. These sections are 
played from a first-person perspective 
inside a giant robot that looks, well, like 
a giant Goemon doll. You have the 
ability to perform a number of punch 
and kick moves, as well as range of 
specials. These sections are basically 
taken straight from Mystical Ninja 64, 
except here Goemon gets to fight 
multiple enemies - easily the most 
interesting aspect of this game. 


Like Mystical Ninja 64, GG/A bases 
its levels loosely on ancient Japanese 
locations and historical sites. So, in 
places the game takes on an almost 
unique look - can you think of many 
other games set in medieval Japan? 
Goemon’s Great Adventure looks as 
good as you would expect from the 
N64; solid environments with a good 
amount of detail in textures - the 
village sections look excellent. The 
environments are affected by the 
passing of time, but this is more of an 
aesthetic thing and it doesn’t have 
much of a bearing on the gameplay. 


I just don’t understand! 

As it stands, the Japanese text is too much 
of a barrier to make the game accessible, 
unless, of course, you have more than a 
small understanding of Japanese. If the 
truth be told, we.only managed to get as 
far as the first village without any help 
from a translation, so pure trial and error 
won’t get you that far. If you do have 
access to the Internet and can find a 
translation, then Goemon's Great 
Adventure is a lot of fun. Despite the 2D 
nature of the title, it’s very similar to 
Mystical Ninja 64 in concept but lacks 
the sensation of freedom of that game. 

The 2D sections are too limited and 
lack any real challenge, while the RPG 
parts (exploring villages and so forth) go 
some way to restoring the game's 
credibility. Basically, if you were to 
translate one of the SNES’s Goemon 
games directly into the 64-Bit world then 
this is what it would become. It’s a 
formula that’s worked well in Japan in 
the past, so there’s no reason why it 
shouldn't work again. It remains to be 
seen, however, how UK games players 
take to the bizarre Japanese nature of this 
game. If you enjoyed the last Mystical 
Ninja outing, then you’ll enjoy this. Wick 


BASIC/^LLY. IF YOU WERE TO TRANSLATE ONE OF THE SNES’S GOEMON GAMES 
DIRECTLY INTO THE 64-BiT WORLD THEN THIS IS WHAT IT WOULD BECOME 



PC _ o o o o o 

Konami have yet to release a game for 
the PC, so it is highly unlikely. The 
Japanese nature of this game wrouldn’t go 

down well on the PC either. 

PlayStation o o o o o 

Konami have announced a Goemon game 
for the PlayStation, and it is likely to be 
similar to this. However, it won’t be the 

same game. 


Dreamcast o o o o o 


There will, no doubt, be a Goemon game 
released on the Dreamcast in the future, 

but it won’t be this one. 


IMPORT 
SOFTWARE 
; SUPPLIED BY: 

PLAVGROUnO 

PRODUCTtOnS 


I VERDICT I 

GAME NAME Goemon’s Great Adventure 

GRAPHICS 

70 

SOUND 

70 

PLAYABILITY 

72 

OVERALL 

Out of 100 
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Incoming is the first of what will inevitably be a very long line of PC conversions to 

the Dreamcast. We’re pleased to report that if this one is anything to go by. 
□reamcast owners have a LOT to look forward to... 




FORMAT 

Dreamcast 

PUBLISHER 

Imagineer 

OEVELOPER 

Rage Games 

STYLE 

Arcade Blaster 

RELEASE 

Out Now 

PLAYGROUND PRICE 

£59.99 

PLAYERS 

1-2 

VMS 

Yes 

ON-LINE No 


TAKING CONTROL 



You will be totally blown away with 
this one ~ it really is like watching 
a rendered movie, Only you have 

.•^v- . I 

total confrdi over it. I fell in love 
with this game, and the game itself 

-r cj.' 

$tumpe(}if|llte a few Dreamcast 
haters 'll pfays better than the PC 
version quite considerably. I mean, 
anything that can keep me awake 
until 3:30 in the morning deserves 
to be commended. Roll on more 
gems tike thisi 





If-;/ 


pparently in development for 
years, it's easy to see where alt 
the effort has gone with 
Incoming. A lot of time has been spent 
on the cosmetics of the game and the 
control system, and all in all it has proved 
to be very effective use of Rage’s time. It 
was incredibly interesting to see the way 
everyone in the office gathered around 
with cries of 5||ven my PC doe ^p ’t run it 
as smooth!^ as|that!” And it’s%ue,* 
ificoming is Js%f^ooth as David Beckharh 
tfeing a he^iastand on an ice rink, 

I cannot emphasise the smoothness 
of this game enough. It shifts massive 
ships in great numbers without even an 
inkling of slowdown. The only such case 
I encountered was when about 30 alien 
interceptors were hovering around in a 




gorge and then scarpered as I let rip 
with a shower of fire from my hilltop 
stance - not a glitch that ruined the 
game, more of an advantageous stutter 
(it gives you that extra second or so to 
aim at the enemy). 


In your face, you big, 
bad alien meany! 

is efe 








si^oter wil 











com 


ft 











I n-your- 
in from 

are in the" 


jrection.ffou're never] 
something to kitli whether 
air^n a boat or in a tank, you can 
guarantee there is something out there 
that could do with some shells in its 
face. Some of the prime graphics are in 
the explosions of your opposite numbers, 
which give you even more of an 


f 


r-nVA- 

1,'A' 




incentive to get out there and continue 
destroying them with glee. 

The graphics are one of the assets 
that really stand out in this game; 
sometimes I found myself firing off a 
missile simply to remind myself how 
lush the smoke trail it makes was. One 
of the things everyone took a dig at the 
Saturn for was that it not really 1 

" . .'m- 

,,4ldliated with shifting mountains of , * 

r-:' if 

, the 

mcast doe^,..a(#' M9^i*^s it’s 
doin^#t. I think ypH wilt Rpd it hard to 
fault this game on its graphics at this 
stage - it really is like watching a real¬ 
time rendered movie (as long as you can 
fly or drive properly!). 

The gameplay is a key example of 
how good this game can get. You get 
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BANG. BANG - YOU’RE DEAD! 


The variety of vehicles on offer in the two player mode ensures that you won’t bore of it easily. Unfortunately you don’t seem to be able to use any 
ground-based attack vehicles such as hover tanks or mounted guns. Each vehicle has both its good and bad points. For instance, the helicopters are 
sluggish but have the ability to blindly shoot to some extent and still hit the target. Whereas the alien interceptors are nimble and quick, but their 
weaponry leaves a lot to be desired. 








Even this stunning selection of shots doesn’t do the in-game visuals justice. When you see them in action you’ll understand what all the fuss is about 






common-as-muck interceptors to your 
hover tanks ~ even the Starship 
Enterprise* puts in an appearance to get 
its butt whipped. (*lt isn't really the 
Starship Enterprise, it simply looks like 
it. Hang up on your lawyer, NOW!) 

2p, or not 2p. 

How many are there? 

Well, you’ll be pleased to know the two 
player experience is here. You get given 
a choice of about nine or ten different 
vehicles with which to slaughter your 


given a number of different 
vehicles/weaponry to shoot, using some 
choppers, some tanks. Harriers, four- 
gunners mounted on tracks... the list is 
pretty impressive. The button controls 
are a pretty easy system to acquaint 
yourself with; the trigger buttons are 
used when in jets to accelerate or brake, 
and in helicopters to adjust altitude. 

Otherwise the only button needed for 
movement is the analogue control. As 
far as the firing buttons are concerned, 
the simplicity prevails - W to fire bullets 

lD0tt0r Th 0 oth 0 r criticism is 

IF YOU ARE A FAN OF ARCADE BLAST>’EM-UPS THEN THIS IS A DREAMCAST MUST-HAVE {3 

of a garish incoming title on 


remains the same in two player, 
although the vertical split screen might 
just get up your nose a bit if you have a 
small TV. 

I’m a dodgy geezer 

Any problems with it? The only ones I 
could see were the slowdown at that 
one point in the game that I mentioned 
earlier, which isn’t really anything to 
worry about - this is, after all, an early 
Dreamcast game, and it surely is 
promising that future games will only get 


- IN.YQUR..FACE ACTION WITH A CONSIDERABLE VARIATION IN PLAYING STYLES 


or lasers, and ‘B’ to unleash some 
homing rockets or straightforward 
missiles. As for view changes, these are 
manipulated by the ‘X’ and ‘Y’ buttons. 

The opposition tend to come at you 
from all angles, and the element of 
surprise attack often prompted shouts of 
“Jesus Christ! Where did he come 
from?” The alien craft come in all 
shapes and sizes, ranging from your 


opponent, and unlike even the best N64 
or PlayStation games, there is no 
compromise in the graphical finesse 
when playing a multiplayer game. To 
make the match up that little bit more 
special there are a heap of your 
favourite alien craft for the killing, so 
when you take time out from filling your 
opponent full of bullet holes, you can 
take down a few UFOs. The control 




i * 





Red sky at night, slightly psychotic shoot-’em-up player in a large tank’s delight 


the VMS when you boot up - something 
to make you think some sort of horror 
story is on the cards (that all depends 
on how good you are, I suppose). 

Being a Saturn owner, I have had the 
misfortune of playing Rage’s translation 
of Doom for the machine. By this alone I 
decided that Rage weren't my favourite 
developers by a long shot, and that they 
should all retire to a life of wheelchairs, 
afternoon naps and someone else having 
to wipe the dribble from their chin... 

This game changed all that. If you are a 
fan of arcade blast-’em-ups then this is 
a Dreamcast must-have - in-your-face 
action with a considerable variation in 
playing styles, an all-rounder that adds 
to the list of good Dreamcast releases. 
Better for there to be one game like this 
than twenty like Juiy - I hope to see 
more games do the machine justice like 
this one has. A great asset, and another 
addition to my shopping list. Wayne 


OTHER FORMATS? 


PC_ ••••• 

There is already a version out there on 
this machine, although if you desire to 
do the game any justice you'll need a 
graphically accelerated power house. 



• 0000 


The superior Battlezone is said to be 
winging its way to the Nintendo, so 
technically there's no reason why not. 

No news as yet though. 


PlayStation #0000 

It would be a pretty poor idea to attempt 
something this power-demanding, but 
then we have seen it before with others 

simply wishing to cash in. 


IMPORT 
SOFTWARE 
SUPPLIED BY: 


PLAVGF^OUnO 

PROOUCTtOnS 


VERDICT 


GAME NAME 

GRAPHICS 

SOUND 

PLAYABILITY 

OVERALL 

Out of too 


Incoming 

92 


Bb 

88 
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Why haven’t Nintendo thought of 
this before? The fun to be had just 
seeing the best known of 
Nintendo’s characters in a 
fighting game is more than 
enough to keep you interested for 
the first ten minutes... 


When Nintendo announced a fighting game for the 
N64 that featured Mario et al, our ears pricked up 

What a great idea, we thought, and with Nintendo’s 
know-how it’s bound to be great. 


i 

lUSSlSiniQflHIIII^^I 

FORMAT 

N64 

PUBLISHER 

Nintendo 

DEVELOPER 

HAL/Nintendo 

STYLE 

Beat-’em-up 

RELEASE 

Out Now 

PUYGROUND PRICE 

£59.99 

PUYERS 

1-4 

RUMBLE PAK 

Yes 

MEMORY PAK 

No 

EXPANSION PAK 

No 


ou are now about to enter 
the Twilight Zone. A place 
where fiction can become 
fact, a place where things aren’t quite 
what they seem... and where Nintendo 
can produce a fighting game? Yes, 
that’s right. In an attempt to (let's be 
cynical for a minute) make some more 
cash from the Mario phenomenon, 
Nintendo have licensed out their main 
man and sold the whole concept 
down the river. Okay, it's easy to be 
cynical, but if you take a closer look at 
Smash Brothers then you’ll quickly 
realise that what is happening is that 
Nintendo are doing everything in their 


power to add some variety to the 
N64's software library. If you’re 
expecting a Namco or Sega-style beat 
'em~up you’ll be disappointed, nay 
missing the whole point. First and 


foremost, as with the majority of NCL 
titles, Smash Brothers is fun. Of 
course, Nintendo would never sell out 
the idea of Mario; they’ve just moved 
the beat-'em-up goalposts a little... 


o 


o 
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The fighters are wonderfully varied. For example, Kirby [left] can swallow his enemies 
and take on their characteristics. Donkey Kong Jr. is by far the most powerful (right) 


Expand your horizons 

Smash Brothers is one of the easiest 
pick-up-and-play titles I've ever seen. 
The moves are simply executed with a 
combination of the A and B buttons 
and the C buttons. You have a 
physical attack button, a special 
attack button, and a jump button. 
Simple enough, but put these in 
different combinations with directions 
on the analogue stick and you have a 
surprisingly varied number of moves. 
It's so easy to play you'll be pulling off 


flowers and, best of all, Pokemon eggs 
which when hatched give birth to a 
Pocket Monster capable of inflicting 
damage on your enemies. 

The one player mode is not to be 
ignored either, and instead of the usual 
one on one fighting until you reach a 
game boss as you find most fighting 
games, Smash Brothers does things a 
little differently. Sure, there are one on 
one fights, but there's also bonus 
games (mini platform games if you 
like) where you have to hit a certain 














VyHAT IT SETS OUT TO DO. AmO 



QUALITY TO THE f IGHTIRIG GENRE 


some of the more spectacular moves 
within minutes. Instant gratification - 
that’s what we like. 

As with most games of this genre, 
Smash Brothers is best played in 
multiplayer, and best of all in four 
player. Here you have a variety of 
options: you can play a free for all, 
two on two, or one on three - you can 
also set the game mode so that games 
can be decided on ring outs or on a 
time limit where a points system 
comes into play. 

As an added bonus to the gameplay, 
there are a variety of power-ups that can 
be used in the game. These appear 
randomly, and can often turn a fight to 
your favour. They include laser guns, fire 


number of targets in a time limit, 
fights with three on your side against a 
giant Donkey Kong (the original, not 
junior), and even a fight against 20 
Yoshis. As it is the one player mode is 
great fun and reflects the game's 
origins - the development house that 
continues to innovate. 

All of your favourites 

There’s also a fair amount of 
innovation in the arenas. While these 
are basically two dimensional, they are 
all multi-levelled, and each is different 
enough to offer the opportunity to 
employ a different tactic each time. 
They are also all themed by each 
character’s famous tunes. 


MEET THE CONTENDERS 


If you’re a devoted fan of Nintendo games, you’ll already recognise this crowd. Here’s the 
low-down on who’s up for the coveted title of Champion Smash Brother. 














Is I „ T 


MARIO 

A good all-round fighter. Fast and fairly powerful with trademark 
(?) Dragon Punch. 

Previous fight experience: Oh, come on - it’s Mario. 

YOSHI 

Has the ability to swallow his opponents and lay them as eggs. 
Previous fight experience: Super Mario World, Mario Kart, Yoshi’s 
Island, Super Mario Kart, Yoshi’s Story. 

SAMOS 

The only female character in the game. Can roll into a ball and 
lay bombs. 

Previous fight experience: Metroid, Metroid 2, Super Metroid. 

PIKACHU 

The young contender. Has the useful ability to electrocute his foes. 
I Previous fight experience: Pokemon (GB), Pokemon Stadium, 
Pokemon Snap, Pikachu Genki De Chu. 


He can attack enemies from long-range with boomerang and hookshot. 
Previous fight experience: The Legend of Zelda, Link's Adventure, 

A Link to the Past Link's Awakening, Ocarina of Time. 

FOX MCCLOUD 

His main weapon is the trusty blaster at his side, no sign of the 
rest of his team. 

Previous fight experience: Star Fox, Star Fox 64. 

KIRBY 

A pink blob who can consume enemies and take on some of 
their moves. 

Previous experience: Kirby’s Air Ride, Kirby’s Adventure. 

DONKEY KONG JR- 

A big powerful monkey. That’s all you need to know. 

Previous experience; Donkey Kong Jr, Mario Kart, Donkey Kong 
Country, Mario Kart 64. 


All of the characters are a joy to use, 
completely individual, and feature their 
trademark moves. Donkey Kong has his 
ground stomp. Link can use his 
boomerang and hookshot, and Samus 
can roil onto a ball and drop bombs. Part 
of the fun of taking on each character is 
using these moves from other games in a 
totally different context. 

Smash Brothers does have its 
limitations - its very nature and the 
lack of moves means that the game’s 
longevity has to be called into question; 
once you've completed the one player 
mode then all you’re left with is the 
multiplayer game. Lots of fun, but it 
perhaps owes a little too much to good 
fortune for hardened games players. 
Having said that, though, Smash 
Brothers brilliantly achieves what it 
sets out to do, and that is to bring 
Nintendo's seal of quality to the 
fighting genre. What we have been 
presented with is a fine example of 
how to innovate within a genre, and 
Nintendo should be applauded for 
doing just that. IMick 



PC _ o o o o o 


Even if this wasn't a Nintendo game, you 
would never see a game like this on the 

PC. It's just too... Nintendo. 



O Q Q O O 
Are you mad? 


Dreamcast o o o o o 

Don’t count against a Smash Brothers 
clone appearing on the Dreamcast in the 
near future, but as for this specific title, 

no way. 


IMPORT 
SOFTWARE 
SUPPLIED BY: 


PLAVSROUnO 

PRODUCTIOnS 



6AME NAME 

GRAPHICS 

SOUND 

PLAYABILITY 

OVERALL 

Out of 1 DO 


Smash Brothers 


60 

60 
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Platform: Nintendo 64 Publisher: Grave Entertainment Developer: Celeris Style: Pool Sim Release; Out Now (IIS) Playground Price; £49.93 

Players; 1-2 Rumble Pak: No Memory Pak: Yes Memory Expansion; No 



ool games are always much of a muchness. These days they are mostly spot on 
in terms of ball physics and graphics, and they usually have a great variety of 
different games within them, but they are without exception all hampered by one 
overriding factor: simulated pool can never be as good as the real thing. 

Inevitably, Virtual Pool 64 falls into this trap. But on the up side of things, this 
is certainly the best ever pool simulation on any system I've seen. The graphics on 
the usually foggy N64 are crystal clear, and the balls look wonderfully spherical. 
The game itself offers almost every option you could want and almost every type of 


game you could want to play, from nine-ball to ten-ball pool, to unknown (in the 
UK, at least) games such as Bank Pool and Rotation. VP 64 is complimented by 
the best control method seen in this type of game, which even allows you to 
change the camera angle at any time to see the action more clearly and give you 
better idea of what's going on on the table. 

An excellent piece of software only hampered by the fact that you’ll have more 
fun at your local pub. 

Nick VERDICT: 78 % 




Platform: N64 Publisher; Japan Supply System Developer; In-House Style: 3D Platformer Release: Out Now 

Playground Price: £49.99 Players; One Rumble Pak: Yes Memory Pak: Yes Expansion Pak: No 


® he original Chameleon Twist promised much; it attempted to emulate the great Mario 64 with 

a few innovative additional touches of its own. However, it fell a long way short of Mario, and 
the game could actually be completed in about half an hour. 

Chameleon Twist 2 is essentially a 2D platformer with a few exploration bits and one or two 
multiple routes. The linear nature of the game (players are guided by arrows) is only broken up by a 
few areas that you can explore and gain power-ups. The big ‘innovation’ with this game is with the 
control of the character - a 'loveable' little chameleon. You have control over his sticky tongue, and 
this can be used in a variety of different ways, usually as a way of reaching platforms as a pole 
vault type of thing. You also have the ability to eat up the enemies and spit them out as projectiles 
in a Yoshi kind of way. 

The trouble with Chameleon Twist 2 is that it far too short-lived and will only appeal to people with 
limited gaming experience. Graphics are nothing special - same goes for the level design - and you'll 
probably be bored within half an hour. Nothing more than an average platformer. 

Nick VERDICT: 50 % 
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Platform: Nintendo 64 Publisher; Imagineer Developer; In-House Style; Skiing Sim 

Release: Out Now Playground Price: £49.93 Players: 1-2 
Rumble Pak; Yes Memory Pak: Yes Memory Expansion; No 


he winter sports craze continues. However, Snow Speeder, from Imagineer, 
\ is highly unlikely to ever make it to these shores; it's one of the worst in 
I /the genre ever. The game has poor, unresponsive controls, only four 
courses and is far too slow to pass for a racing game. On the plus side, 
however, the courses are of a decent length and feature multiple routes. For tricks 
junkies out there, there are plenty of opportunities to pul! off the skiing equivalent 
of all the misty grabs and suchlike that snowboarding boasts. 

To add insult to injury, the cliched voice-over is easily the worst ever, and 
the music is downright diabolical - some sort of Japanese midi approximation 
of 'the done thing’. Snow Speeder’s game engine is the most disappointing 
aspect of the experience - it’s too sluggish and the graphics produced are 
basic to say the least. As for replay value, there is a two player mode, but the 
speed of this is almost unplayable. The bottom line is that if you've 1080° 
Snowboarding then you have no need for this whatsoever. 

Nick VERDICT: 25 % 
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TELEGAMES 


ESTABLISHED FOR 
OVER 18 YEARS 


ViSA 




UK’S LARGEST 
NEO-GEO STOCKISTS 



If you want Plays^tion * Nintendo * Saturn games or consoles - we can supply all your 
needs - now and In years to come. We are probably the only company in the world still 

supplying and repairing games for all these systems: 

Neo Geo * Lynx * Megadrive * Nintendo * Colecovision * Atari 2600 * Mega CD * Inieiivision * Gameboy * Neo CD * 

* 3DO * Atari 7800 * Game Gear * Jaguar * Super Nintendo * Master System * 32X * PC Engine * etc 


Lynx 16 Bit Colour Handheld 

Batman * Battlewheels * Joust * European Soccer, 
Chalienge ‘ Pit Fighter * Steei Tatons 

Plus Free Chess game cartridge 



The World's first colour handheld is riow the cheapest in the wqrtd^f 


NEW FOR LYNX 


4 in 1 Game inc. Space Invaders 



£39.99 


I 


A 
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Goiwm 



With any game listed here 
“excluding simis" 


All the lastest Jasuar games in stock 
World Tour Racing CD * Iron Soldier II CD. 
The CD games you can’t miss!!! - in stock now. WDRMS now in for Jag 64 

JAGUAR CONSOLE with joypad, power supply etc plus 2 FREE games, plus you choose any one of the following: Alien vs Predator, Doom, Power Drive 
Rally, Theme Park, Tempest 2000 or Wolfenstein 3D from us and pay 249.99 for it and get the console and 2 other games free. 


Personal callers vvelGoine at our shop at Kilby Bridge. Order pfocessing. 

Post. & Insurance ♦ Extra Charge. Order with confidcux e from the largest stockists iti Europe 

Send SAE for game lists. (State system(s) required) 

TELEGAMES Kilby Bridge, Wigston, Leicester LE18 3TE OPEN: Mon-Sat 9am-6pm Sunday 10am-tpm 

TEL(0116) 288 0445 FAX (0116) 281 3437 Email sales@telegames.co.uk 



Fax: 0181 252 2004 


We accept 




IMPORT GAMES 
CONSOLES • VIDEO CD 
NEW ENTERTAINMENT TECHNOLOGY 


SELL ALL THE LATEST 
& GREATEST IN 


OVER 


VIDEO CD TITLES 


GAMESoft direct limited 
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Dreamcast 


PRICE! QUALiryi SERVICE! 






PinySttiriorr 



To Order Dial 0151 348 4057 • To Order Fax 0151 348 4058 
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" Our goal is to become the best, by offering excellent product choice, first class cust<xner servive and a price 
commitment that means we will do our best, to beat or at least match any price you see elsewhere. All you have to do is ask" 


PLAYSTATION 

ACTUAGOLF3 .£29.99 

ADIDAS POWER SOCCER 2.£18.99 

BREATH OF FIRE 3 ..£33.99 

BRIAN LARA CRICKET.£34.99 

BUGGV . £24.99 

COLIN MCRAE RALLY..£32.99 

CIRCUIT BREAKERS. £22.99 

CRASH BANDICOOT 3 .£34.99 

DEAD OR ALIVE..£25.99 

DEVIL DICE.£31.50 

DIABLO. £27.99 

DIE HARD TRILOGY . £17.99 

FIFA SOCCER 99.£32.99 

FIFTH ELEMENT . £30.99 

FUTURE COP LAPD 2100 . £28.99 

HEART OF DARKNESS.£26.99 

KNOCKOUT KINGS.£35.99 

LIVEWIRE.£CALL 

MEDIEVIL..£34.99 

MICHAEL OWEN WLS.£31.99 

METAL GEAR SOLID. £33.99 


MOTORHEAD.£16.99 

NBA LIW 98 . £23.99 

NBA LIVE 99 .£33,99 

NEWMAN HAAS RACING .£20.50 

NINJA SHADOW OF DARKNESS ....£27.99 

OVERBOARD.£20.99 

PARAPPATHE RAPPA.£17.99 

POOL SHARK .. £32.99 

PORSCHE CHALLENGE.£18.99 

PREMIER MANAGER 98.£28.99 

PREMIER MANAGER 99 .£32.99 

RESIDENT EVIL.£18.99 

RESIDENT EVIL 2. £34.99 

ROAD RASH 3D .£29.99 

R-TYPES .£27.99 

SCARS .£26.99 

SOUL BLADE.£18.99 

TEKKEN 2 .£19.99 

TEKKEN3 .. £33.99 

TOCA TOURING 2 .£34.50 

TOMB RAIDER 3.£34.99 

UNHOLY WAR .£26.99 

V-RALLY . ...£17.99 


V2000 . £22.99 

WILD 9 . £28.99 

WWF;WARZONE .£30.99 

PC CD ROM 

BALDURS GATE . £24.99 

COLIN MCRAE RALLY.£22.99 

FIFA SOCCER 99.£29.99 

GANGSTERS ORGANISED.£27.99 

GRAND THEFT AUTO.£17.99 

HALF-LIFE . £27.99 

HEXEN 2 . £12.99 

KLINGON HONOUR GUARD.£31.99 

LULA 2 VIRTUAL BABE.£14.99 

MEGAPACK 9.£28.99 

NHL 99 . £29.99 

RAINBOW 6. £26.99 

SETTLERS 3 ..£26.99 

STARCRAfT .£26.99 

THIEF DARK PROJECT.£29.99 

TOMB RAIDER 3.£28.99 


• We endeavour to supply every ^ame possible, if you do not see what you want please call 

• We negotiate hard to get the lowest prices we can, we keep them low for you! 

• 1 GO'S of titles available 

• N64 games £call 

• CHILDRENS EDUCATIONAL software supplied £call 

• Peripherals £cai{ 

• Imports JAPAN, USA £cali. DREAMCAST hardware and software packages now available 

• www.gamesoftonline*co-uk 

• The GAMESoft direct "No Quibble Exchange Commitment" - return your game in perfect 
condition within 48 hours of delivery and we will exchange it for another game of your 
choice. (Recorded delivery must be used to return goods, all postage paid by customer) 

• Please add £1.00 per item to cover postage and packaging. For next day add £4.00 

• Payment by cheque / postal order or credit card. Cheques payable to GAMESoft direct limited 


ARMAGEDDON, LETHAL WEAPON 4, BLADE, VAMPIRES 

PLUS MANY, MANY MORE 

COMING SOON; All the top DVD Import Titles 

come visit our showroom 

13 Electric Parade, Seven Kings Road, Ilford, Essex IG3 8BY 
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Play suit ion. 


GAMESoft direct limited 


4) 


THE MAGNOLIAS, BRIMSTAGE ROAD, HESWALL, WIRRAL, L60 1XJ 

www.gamesoftontine.co uk 













CALLS CHARGED AT £1 PER M!N - MAXIMUM COST OF CALL £3. 

ASK PERMISSION FROM THE PERSON RESPONSIBLE FOR PAYING THE PHONE BILL 
COMPETITION CLOSES ON 31st MAY '99, AFTER WHICH THEY MAY BE REPLACED 

BY A SIMILAR SERVICE ON THE SAME NUMBERS. 

WINNERS WILL BE PICKED RANDOMLY FROM CORRECT ENTRANTS. 

FOR RULES OR WINNERS NAMES SEND S.A.E. TO: 

I.L.N. SERVICES, PO BOX 107, KNUTSFORD, CHESHIRE, WA16 6AG 




08TQ J40 1002 (HELPLINE CALLS CHARGED AT NATIONAL RATE] 


PLUS 3 TOP GAMES 
OF YOUR CHOICE 




"BRING A NEW 
DIMENSION TO YOUR 5^ 
DRIVING GAME^" 
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SONIC 

ADVeNtURE 


KIEW A.KID 
SECOND HA.ND 






20.00 20.00 


ACE COMSAT 2 

ACTUAG0LF2 

ACTUA SOCCER 2 

ALIEN TRILOGY 

ALUNDRA 

ARMOURED CORE 

BIO HAZARD DIRECTORS CUT 

BIO HAZARD 2 

BLOOD OMEN LEGACY OF KAIN 
BLOODY ROAR 

iBpyr^' 

BUSHIDO BLADE 
BUSHIDO BLADE 2 
BUST A MOVE 2 
C&C RED ALERT 

CASIUVANIA - SYMPHONY OF THE NIGHT 

COOL BOARDERS 2 
COLONY WARS 
JRASH BANDICOOT 2 

DEAD OR ALIVE 
DESTRUCTION DERBY 2 
EARTHWORM JIM 2 
EXHUMED 

EXTREME SNOW BREAK 
FATAL FURY REAL BOUT 
^FELONY n'79 
^A98 


12.00 


WE BUTHALJ»HE J^IUE. OF OUR 

Listed seelshD rRicc. 

THIS IS WHAT WE WILL PAY YOU 
FOR YOUR COMPLETE, UNOAM- 




22.00 
18.00 


SONY DUAL SHOCK PAD - CLEAR 
> SOHY DUAL SHOCK PAD - UEAR CREEK 
SONY PLAYSTATION CONTROLLER OFFICIAL 
: TOP DRIVE STEERING WHEEL (PSX, N64 i SATURN COMPATIBLE) 
-NEWOH CONTROLLER 
PLAYSTATION SCART LEAD 
SONY MULTI TAP 
SONY OFFICIAL MEMORY CARD 
r^i SONY OFFICIAL MOUSE 
r SCORPION lICKTGUN. BiO GUN 
laeiAZE MEMORY (ARDS-B COLOURS 
PhU-GEN DUAL IMPACT PAD .Mv- 
^:^X'P10RER CHEAT CARTRIDGE Pi 


12.00 


MUST B 


15.00 15.00 

254)0 25.00 

20.00 20.00 


ITEM FOR 


FINAlrT' 

FANTASY'VIII 


15.00 


BSf| 


VALUE OF OUR LISTED SELL 

RRICE 

THIS IS WHAT YOUR ITEM 


25.00 


20.00 
15.00 
22.00 
12.00 
12.00 
20.00 8.00 
15.00 
18.00 

28.00 

18.00 20.00 


B SIIi 

ATI 

Npco euNcoi^: 
iMo jonricx 


THING ELSE WE S TOCK 

PLEASE NOTE: WE P QiNOTi 
3RD PARTY PERIPHERAHii 


NniNxciiii 




PSSSPI 

^Gfit3D-tilTI 
#GHOST IN THf 
^^N D THfFf 
iHilHATimfAl 


» ' «■ ft IKlSrankrflv '^'^'m 

n WF^i^rC^su^jE 

WHOiB I R€Wrsl PFAtiJitio: 


2S.0O 25.0f 

15.00 

■ 12.00 
15.00 
10.00 


NHlJ?GeN? 


HierwoBiicoy 

'IMG 110^2 

f picmtits 

tmm%m 

lOO.- ■ 

I ile ADVf NIDRf 

m^iwm HI ROES 
^IliHINIS V3 


IS.OO 20.00 20.0 
2la0 25.00 28.0' 


IMPAGTi 

IKiBAO] 


22:00 25«0# 28.0 

8.00 18.00 

28.00 

22.00 20.00 22.0 

18.00 18.0' 
IS.OO 

20.00 22.0' 

15.00 

1 20.00 18.0 

:y:'!:4~y 10.00 12.0 

jW 20.00 20.0 

20.00 

15.00 

22.00 22.0 
15.00 20.0 


YOU WANT 


IXTSfMi 

1^00 m 


A.a4l6 5 II 

mm* coi 
■kjriw 


PARAPPA THE RAPPER 
PANDEMON I on 2 
PGA TOUR 98 
BfifiSCHE CHAilENfif 




20.00 

15.00 15.00 

18.00 
25.00 

20.00 15.00 

20.00 


0 AS k STftp|l|i 

fiVai fantasy' Till '• 

riHAl FANTASY ANNIVERSARY FACXAC 

riNAL FANTASY COLLECTION 

FIFA '49 

G DARIUS 

CIOBAL DOMINATION 

ISS PRO '93 


18.00 

22.00 20.00 

10.00 15.00 

30.00 

8.00 

25.00 20.00 

22.00 

25.00 

32.00 

20.00 

10.00 

12.00 22.00 
18.00 28.00 
20.00 18.00 
15.00 12.00 

22.00 
20.00 

30.00 

22.00 20.00 

15.00 

20.00 15.00 

30.00 28.00 

15.00 18.00 

18.00 
35.00 

8.00 10.00 
10.00 
15.00 
12.00 15.00 

22.00 
22.00 
8.00 
8.00 
25.00 
20.00 
15.00 
15.00 

30.00 

15.00 15.00 




RAPID RACER 
RAYSTORM 

RESIDENT EVIL > DIREaORS CUT 

RESIDENT EVIL 2 

RIVAL SCHOOLS 

SAMPRAS EXTREME TENNIS 

SHADOWMASTER 

SIM GTY 2000 

SMASH COURT HNNIS 

SOUi RtAOE/EDGE 

SOiltT STRIKE 

MRO THE DRAGON 

HttT FIGHTER ALPHA 2 

SnftT H6HTER COLLECTION 

STREET FIGHTER EX PLUS ALPHA 

STREH FIGHTER ZERO 2 

TEKKEN 2 

TEKKEH 3 

THEME PARK 

THREE ItOflS 

TIME CRISIS WITH G-CON 45 

TOBAL NO f 

TOCA TOURING CARS 

TOCA DUAL SHOCK 

TOMB RAIDER 

TOMS RAIDER II 

TOTAL NBA 98 

TUNNEL B1 

V-RALLY 

VIGILANTE 8 

WCW VS THE WORLD 

WIPEOUT 2097/XL 

WORU> LEAGUE SOCCER '98 

X-MEN VS. STREETFICHTER EX EDITION 

XEVIOUS 3D/G4 


15.99 

10.99 


KING OF FlGNTENS '98 

LEGACY OF KAIN 3;S0UL REAVER 

LUNAR: SILVill STAR STORY 

MARVEL SUPER HEROES VS. $.F./EX<JAP) 

MANPOWER RACING (Cl) 

MEOtEVIl 

AKME" 

METAL GEAR SOLID 

METAL GEAR SOLID MtEMIUM PACKAGE 
MONACO GRAND PRIX 
MOTO RACER 3 

PAKASITf tVE 
PaCKET FI&HTEfi 
POP H MUSIC 

QUAKE 3 

RATMAN 2 

RIDOE RACER TYPE 4 

RJOGE RACER 4 iGG.cOMcoiiTimLiR 

gIVAt SCHOOLS 

SILENT HILL 

STREET FIGHTER IfRD 3 
SMASH COURT TENNIS 2 
SPECIAL OPPS 
TAt FU 

TENCNUiSHINOBl CAISEN 
TEKKEN 3 
TIGER WOODS '99 
TOCA TOURING CARS 2 
TOMB RAIOEf 3 

PAM? (PARAPPA 2) 

UNHOLY WAR 

WARZOHE2100 
WCW VS NWOtYHUNDtR 

X.MEN VS STREET FIGHTER 


48.99 


48.99 

49.99 

58.99 


58.99 


31.99 

34.99 

32.99 

34.99 

58.99 


48.99 


from us[ 


0N THEIR release 


49.99 


48.99 

48.99 


44.99 


49.99 

48.99 


48.99 

48.99 


48.99 


48.99 


liiAld c 


33.99 

30.99 

31.99 

11.99 


42.99 


CAILTFOR^DETAILS 


18.00 


CAIL 

CALL 

29.49 

22.99 


48.99 
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WANT- 
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rA€ROOANGING*BLU€ STINGeRS 
M BUGGY4HeAT;>.GART,'Ct:IMAXM 
LANDeRSfGVOLUTION; G€T,BA55 
l&:GISHING.CONTROLLeR«HOUS^ 
■Of=jTH€ D€AD S &:GUN*N0RTHB 


SONIC'ADVeNTURe, 
SKvi RTUA' fr IGHTCR '3TB,^K: 
5€GA' RAULY. S.^ ROWER.STONE 
■iMONAGOTGRANO'PRIX<2,liB 
BiiNCOMING.'*REAI_ SOUND,4E 
C^NGOKUtTURB. 7TH CROSS,*! 


MWHITG llit.UMINATION,'>ROF3.'NM 
■ MU SIC-^PURURURU.CRUM BLiel 
■■■I PACK) * RU YO'PU YOrN4NNifl 

IHracing.whccO/shcn MLjiMi 

(VE RRG ). *SUR€R SReCD' RAGING 
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WiiUll 
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GanTga WatGla^ 

Sti ygj^ Sjj pcflMano 


NINTEN D 0?4 


Sirf# 


^ ^ * L< 


f''.:QE5l?CfeH,’i 




iril&W’^! 




NEO GEO/ROCKET::?'* 
PSU 


fTAOKING NINT6NDO 


POCKETATENNIS,; 

BASEBALL'STARS 


BUItT-IN WORLD CLOCK, CALENDAR 
AND ZODIAC SOFTWARE! 

r^iiisBOiLT.lN WEMORy!lr:r-^!« 




>MGDISA’ 'l,aBlEI 
ANn;FUlWG4WE"0Yj 
if COMPAT^PITYHi 


NINiTIENDQ 

KdNuy#£4! 


i Ban io Mumbo: 
Kaz&<> i € rd u m t?Ql 


um^i 

mmm 

a«*oiCf 


1%M 


5 place: Youft 

;2D£R BEFQi^^ 
a: 30 RM FOR 


NEXT DAY 

delivery frdh 

£3.50. 


VARIUS^AIDEH IS^OD 12.00 

DtRliOliALlVE 3S«Oe 

OIAOIM ALIVE LTD. COITION 00.00 

OimiMRD ARCADE tS.OO 

OUMfillUKCNI 30 IS.00 

flfilp:7^.W ; S.00 

HMTERS%10^AIAIR 15.00 12.00 

TtOItTWiO VnRtRS 8.00 3.00 

OUEi 12.00 12.00 

wiiMSiMWttmuMt..mACML 28.00 

60 A RiyAN.tl 4 ’t RO 15.00 10.00 

GUNii 6 irfti*|N'”\ 2 “#''^ 35 . 00 - 

M£XiM|^'nsr-^-. m 3.00 

NOUSC 01 TI«EiDlAD 20.00 22.00 

KIMA H I O'M U ^;r U« by 13.00 

NtlSO or-fjGHTERS 97 WtlMSMA SO.OO 

KtItG OF HGNIERS 97 NO NAW 35.00 

LAST BRONX 13.00 10.00 

MAOOLN 93 13-00 

MAGIC KNIGHT RAYEARTH 23.00 

MANX TT 13.00 10.00 

MARVEL SUPER HEROES 25.00 13.00 

iMECHWARRIOR 7 8.00 

S IETAI SLUG WITH RAM 50.00 

lETAL SLUG NO RAM 40.00 

MORTAL KOMBAT TRILOGY 13.00 

NBA ACTION 98 20.00 

NFL QUARTERBACK 97 5.00 

HtClTrS WITH PAD 20.00 20.00 

MIGHTS NO PAD 10.00 10.00 

DANDEATONIUM 15.00 

PANZER DRAGOON SAGA 25.00 

PANZER DRAGOON ZWEI 12.00 12.00 

PGA TOUR 97 12.00 

t UARC 3.00 

tSIOCNT EVIL 22.00 

SATURN BOMBCRMAN 15.00 

SfGA RALLY CHAMPIONSHIP 27.00 3.00 

StGA TOURING CAR 12.00 12,00 

SIM CITT 2000 15.00 

SOUK R 15.00 

STREET FIGHTER ALPNA 2 13.00 

STREET FIGHTER COtItCTION 32.00 

THUNDER FORCE V 35.00 

TOMB RAIDER 10.00 

VAMPIRE SAVIOUR HO RAM 33.00 

V1RTUA COP 2 WITH GUN 22.00 20.00 

VtRTDA FIGHTER 2 8.00 8.00 

VIRTUAL ON 20.00 $.00 

VIRTUA RACING 5.00 

WIPEOUT 239 7 20.00 

WORLDWIDE SOCCER 98 12.00 

WWF IN TOUR HOUSE 15.00 

X-MEN: COTA 20.00 13.00 

X.MtN VS STHtlTFIGMItR WITH MAM 50.00 

ZAP SNOWBOARDING TRtX 15.00 




QUAK6 2 


MANTA RAY 
UQYPAD T0P*DRIV£ 
£li!99 WHeeLt£'48^! 


M.M mm 
nm 29.00 
2 M 0 2 S .00 
2A00 20.00 
12 JM tLOO 
22.00 20.00 
20.00 ILOO 
20.00 ||.|| 
25.00 lllo 




pmiCM MIO 
llOAIIO wiitf A Oil 

iiili KANG TIMI 
Nil 0 (|AATER 6 i£K Cl 
iilmAKAWAif 

Niyo P0¥t SON 64 


L E. S Q 

H A.NDiE 

: OASH 


f AN fKANCISCO Klt5N 
INAOOWS OF f Nl IMPIRt 12.00 

iKOftOW NIKS 22.00 

ST ANOftiWS OtO COURSI 10.00 

S1»Rf«t64fniin»ft«MBUNLCK 10.00 

STAIFOX 64 vmit imou FACK 10.00 

TiTKtSPMIRf 

mp OiAR RAilY 10.00 

pROK OINOSAOR ttUIITIR 15,00 

ilAt ooos 

mVtftAtt64 10,00 

WAYNt GRCTZKY 90 
#mVS NWO WORiO TOUR 

UliOCHOPRCRS 25.00 

S KJS^ WqitCT 12 12.00 

ORIOXUP90 

WORLD SOCCER 3 15.00 

Wm WAViZONI 

YOSHinTORV 15.00 
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